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orld Of Warcaft is more than ten years 

old and it’s still standing as one of the 

most popular massively multiplayer 
online games on the market. It may not seem like 
it now, but Blizzard Entertainment took a big risk 
with WOW. Taking a step back from the real-time 
strategy genre that established the franchise and 
lore of Warcraft, Blizzard looked towards the 
booming MMORPG market as the perfect vehicle to 
let its players explore the wider world of Azeroth as 
they pleased. 

Ultima Online may have been the first of note, but 
it was WOW that refined the mechanics and systems 
that have been woven into nearly every MMO 
to date, and the 8 million subscribers exploring, 
fighting and questing through the four continents of 
Azeroth are a testament to Blizzard’s success. 

For all its achievements, however, WOW can 
still be perceived as a rather intimidating beast 
for the uninitiated. Just as it was a core tenet for 
Blizzard in 2004, WOW is still incredibly accessible 
to new players, without compromising the depth or 


complexity the end game users have come to enjoy. 
A few hours spent with the game will have even 

the most inexperienced player coming to grips with 
their character, class roles and the various ways to 
play and enjoy Player vs Environment and Player vs 
Player content. 

From tamely slaying Kobolds in Elwynn Forest 
to facing off against the mighty Thunder King Lei 
Shen, 89 levels later with two dozen characters by 
your side — the journey from zero to hero is a must- 
play experience. 

For those looking to explore Azeroth, Blizzard 
offers the base game free-to-play up to level 20 
- giving you ample opportunity to sample what 
each class has to offer. Once you're hooked, there 
expansion packs waiting for you: Burning Crusade, 
Wrath Of The Lich King, Cataclysm and Mists Of 
Pandaria, to name a few. Many of the expansions, 
can be obtained physically pretty cheap now, but are 
just as easily downloaded - so you have no excuse 
not to jump into the fray and become the hero of an 
ever-evolving adventure. 
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THE FIRST STEPS into Azeroth 
T can be a little overwhelming, 

but they needn’t be. Everybody 
begins with a few items of 
clothing, but it won’t عط‎ long 





YOU’LL NEED 10 make two 
decisions that profoundly 


affect the rest of your 





|$ : 1 : 
before you've got more purple loot | % experience within WOW: one is 
than you know what to do with. p your race, and the other is your 
The first obstacle to overcome MNE class. When picking your race, 


remember that this is mostly 
a social choice. Your race will 1 
determine your overall look, and 7 
your faction (Alliance or Horde) 4 
will determine who you are 

able to interact with. Your class, 
however, will determine the 

moves your character is able to 


will be realm selection. While 
WOW is home to millions of 
active players, the population is 
divided into several realms. This 
choice governs who you play and 
interact with, so if you are joining 
up with friends, be sure to check 
where they are before you jump 



































in. For new players, we advise ie ١ learn and perform, and will later 
joining a ‘normal’ (PvE) realm and {© define your role in groups and 
‘medium’ populated server for the | dungeons. It can take a while to 
best experience. de% discover which you prefer, so 


we recommend creating a few 
characters to get a glimpse of 
what each has to offer - taking 
each through the first ten levels 
should give you an indication of 
what to expect. 


will guide you from levels 1-90. With 

rampaging dragons, otherworldly forces 
and pesky Murlocks all vying for your heroic 
attention, there will be plenty to keep you ARI 
occupied. Your first steps into Azeroth will 
be met by several golden exclamation marks 
indicating an available quest. These range from 
fetch quests and multi-part story arcs to kill 
quests. We advise that you pick as many up as 
you can, as several quests will point you in the 
same direction. The quest log provides updates 
on what the quest requirements are, while 
the map will highlight where you need to go to 
complete your active task. 


3 QUESTING IS THE backbone to WOW, and 





| I وو ها‎ 
THERE’S NO CLEAR-CUT way to join a guild, though it’s 
D almost a necessary hardship by the time you reach 
level 90. It can be through searching on forums and 
chat windows, or you may perform excellently in a dungeon 
- and find yourself being invited into a guild’s ranks. Guilds 
J | provide the backbone to the endgame experience, opening 





INTERACTING WITH PLAYERS is completely optional, though you'll be missing out if you choose up a world of challenging 10 and 25-person raids, as well 
4 not to. You'll always find other players eager to join your party, and this will help you complete as rated battlegrounds and Arena battles for PvP that are 

quests faster, take on some of the tougher challenges and make some new friends. At level 10 far tougher than those you can queue for in ‘Looking For...’ 
you can enter a Player vs Player battleground, while at level 15 you can activate ‘Dungeon Finder’, scenarios. Completing these tasks with your Guild will lead 
which will put you into a group to tackle some skill-testing dungeons. Once you reach 85 you'll be to some of the best and rarest items the game has to offer 


able to queue into 25-person raid groups to take down some of WOW’s biggest monsters. — not to mention forging some friendships for life. 





VITAL STATS 


PLAYERS: 396,000 
SHARDS: 1 (not inc. China) 
SERVER LOCATION: London 
RECORD PLAYERS 








ONLINE: 65,303 


YEARS RUNNING: 13 
EXPANSIONS: 35 
CHARACTERS 

PER ACCOUNT: 3 
MONTHLY COST: £9.99 
SPIN-OFFS: Dust 514 
DEMOGRAPHICS: 95% male 
AVERAGE PLAYTIME 
PER WEEK: 18 hours 
AVERAGE WALLET 
BALANCE: 1 billion ISK 























SOME PEOPLE THINK OF IT AS A GAME. TOMS 
PLAYERS, IT'S A WHOLE OTHER UNIVERSE 


o matter how many MMOs you’ve played, you’ve never 
N played anything like Eve Online. To start playing is to 

be dropped into the middle of deep space with nothing 
but a fragile ship, in a galaxy where player-run corporations call 
the shots and trust is a more valuable currency than anything 
that can be gathered up and thrown into a trade window. Lose 
your ship, and it’s gone, no matter how valuable. Make enemies, 
and prepare to deal with the consequences, including paid bounty 
hunters. Eve Online is harsh, unforgiving, and hardcore. On the 
plus side though, that harshness also makes any successes and 
friendships all the more important. 

Another part of the experience is that while Eve ‘only’ has 
500,000 players, it also only has one server - all players are part 
of one single shared shard/universe. That makes it a place where 
stories happen, from epic heists and ruthless cons, to events like 
“Burn Jita”, in which thousands of players launched an all-out 
assault on the game’s economy, setting thousands of ships on 
fire in the Jita area. Developer CCP is even planning a television 
series based on players’ stories, collected at www.truestories. 
eveonline.com. It’s worth reading a few before jumping in, to get 
both a feel for the universe, and an idea of what to look forward 
to after enduring the often-tedious early stages of finding a place 
within it. 
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EVE ALLOWS FOR an intimidating amount 
T of control over who you play as, especially 

given the complexity of the game. Choose 
carefully — most of the details can’t be changed 
once fixed, though most early decisions are 





cosmetic or easily changed later. Along with 

choosing pieces, you can drag individual body 4 
parts to reshape your look in more detail. ١ 
Don’t worry that the new you inevitably looks i ۲ 
miserable during this. What other players \ 
will actually see in-game are posed shots | خسم‎ 
that you create after this stage, where it’s é 35 الخ‎ 
possible to drag a smile/frown onto that ~ " 
face, shift their stance to something 

less rigid, and create a snapshot : d 
with a more relaxed attitude Ñ 


(or an even sterner one, if , جه‎ a | 1 
١ wW j 


you prefer). y ا‎ r 


۹ mn 


Eve; just possible things you can head 

out and do - some more dangerous 
than others. As a new player, focus will be 
on something relatively safe like mining, 
rather than high-risk ventures like bounty 
hunting. Skills unlock the ability to use better 
equipment, improving over time. The first real 
one you get is the ability to command frigates 
- an initially intimidating seven-hour wait to 
acquire (nothing compared to later skills). 
The timer ticks whether online or not though; 
you can queue up numerous skills for your 
character to develop while in the real world. 


3 THERE ARE NO set character classes in 





things, like trying to blow up another player. Where you do it does, however, affect the response, 

especially whether or not cops will show up. Everywhere in the galaxy has a security number. 
High-Sec (1.0-0.5) is ‘safe’, being civilised space with fast-responding CONCORD NPC police designed to 
be able to save the day and destroy the attacking ship at least most of the time. Having a criminal record 
doesn’t prevent you going there, but it can mean getting attacked by weaker security forces. Low-Sec 
(0.5-0.1) is riskier, with no saviour cops, but crimes still registered. Nullsec (0.0) is lawless. Beware. 


/ SECURITY IN EVE Online works much like the real world. Nothing will prevent you doing bad 
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fly around’ introduction doesn’t take long, and provides 

a free ship and some starting funds and equipment. 
It continues after you're cut loose, though, via a set of NPC 
Career Agents you're introduced to, who offer focused training 
on Business, Exploration, Industry and Military matters. 
They're optional, but give a solid feel for the various jobs you 
can pick up. Even so, expect to spend a lot of time with wikis 
and watching YouTube videos. The in-game advice combined 
barely scratches the surface, and even then, only of the official 
content. Most of Eve is player-driven, and can only be learned 
through experience and getting involved with others. 


2 YES, IT’S DULL. Yes, it’s vital. The raw ‘here’s how to 





If you lose a ship, you're ejected out of it in a pod 

to jump into/buy a new one with the money you 
hopefully have. It’s also possible to take out assorted 
insurance plans once you get better ships, recovering 
a decent proportion of the purchase price - 40 per cent 
being free and standard. You can never be left without a 
ride though, with basic ‘Rookie Ships’ available for free 
to any player who needs one. If your attacker wants to 
rub it in though, they can also destroy the pod. At this 
point, a cloned ‘you’ takes over, at the potential cost of a 
percentage of skill points depending on how advanced a 
backup you bought. 


D DEATH IS INEVITABLE, and not the end of the world. 














or the quintessential Star 

Wars experience, there’s 

no need to look any 
further than to BioWare’s The Old 
Republic. One of the most expensive 
videogames ever developed, 
BioWare's massively multiplayer 
online RPG managed to fuse the 
thrills and scope of the Star Wars 
franchise with a classic theme park 
MMO structure - and it delivered on 
almost every level. MMO fans are 
used to concessions being made 
in various areas of design, but The 
Old Republic was eager to deliver a 
cinematic experience; complete with 
full voice acting and an expansive 
narrative. There were also multiple 
classes, two factions and robust 
Player Vs. Environment (PvE) and 
Player Vs. Player (PvP) systems. 

For the seasoned MMO player, 

The Old Republic stands as a 
fantastic alternative to the weary 
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STAR WARS: 


THE OLD REPUBLIC 


servers of World Of Warcraft 
or the haphazard ways of Guild 
Wars 2. For new players however, 
The Old Republic can seem entirely 
overwhelming. Thankfully, those 
taking their first steps into the 
wider world of MMOs will find the 
galaxy far, far away more than 
accommodating. The Old Republic 
is happy to lead you by the hand 
through the narrative; ensuring that 
you are always levelling, acquiring 
gear and experiencing new content. 
If you're a fan of the Star Wars 
universe, and you own a PC, then 
there is no excuse not to at least 
give The Old Republic a try. The 
free-to-play options are A 
fairly broad, you won't 
feel constant pressure to 
lay down cash to progress, and if 
you're still lamenting the loss of Star 
Wars Galaxies then you'll feel right 
at home. 
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It’s easy to link up with 
your friends, though you'll 
need find out what server 
they are on and what 
faction (Jedi/Sith) they 
are before you create your 
avatar — otherwise you'll 
be looking for your pals in 
Alderaan places (sorry). 





Once you've determined 
what server you want 

to join, you'll need to 
consider type. We advise 
PvE, it means you can still 
engage enemy players 

in certain areas, but you 
won't forever find a target 
painted on your back. 


SWTOR became free- 
to-play in 2012 and it is 
very easy to get on with. 
A level cap of 65 is in 
place, though none of the 
core-game experience is 
sectioned off if you choose 
to keep your money in 
your wallet. 


While SWTOR doesn’t quite 
capture the unrelenting 
presence of pre- 
‘enhancement’ Galaxies, 

it is still the best way to 
experience the Star Wars 
mythos in its purest form 
- sorry JJ. 


A BioWare-developed 
KOTOR 3 would be great, 
but designer James Ohlen 
wasn’t kidding when he 
said SWTOR is “Knights 
Of The Old Republic 3, 4, 
5, 6, 7, 8, 9, 10, 11, and 
12-plus.” 















slow burn and you'd think a 

Star Wars title would be quick 
to force you into the grind of 
bullseye-ing womp rats in a T-16 
for hours. Thankfully, BioWare has 
paced the adventure to perfection. 
It’s rare that you'll ever be without 
anything to do in The Old Republic; 
quest lines lead you through the 
levelling process appropriately 
and the plot is scripted enough to 
cohesively lead you to new planets 
when you're ready. It’s rare that 
an MMO will make you feel so 
central to the unfolding narrative. 


T MMOS ARE TRADITIONALLY a 
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the first things you’re going 

to do in The Old Republic, 
sadly it’s also one of the most 
important. There are four different 
classes to choose from, and while 
it’s definitely worth giving all a 
brief try eventually, your first 
journey into the world should be 
informed by your association with 
the source material. Have dreams 
of swindling your way across the 
galaxy? Try the Smuggler. Want 
to channel the force like one of 
the Skywalkers? Then the Jedi 
Knight/Sith Warrior is for you. 


3 PICKING YOUR CLASS is one of 


> 


can attest to, the hours spent by the lakes of Elwynn Forest fishing are not the proudest 


/ CRAFTING CAN QUICKLY become the bane of an MMO player’s life. As any Warcraft player 


of memories. Thankfully, SWTOR has implemented a system whereby your companions 
can be sent to complete various tasks whilst you are out in the galaxy adventuring. Requiring 
a minimal amount of micro-management, this is the best way to keep your companions 


entertained and the easiest way to gather materials. You'll have that purple lightsaber in no time. 





began his tyrannical reign, but The Old Republic is no 

safer for the lone adventurer. Lucky then, that you 
are never alone in The Old Republic. The game doesn’t 
waste time in giving you a companion to assist in combat 
situations, though they aren’t there just to pick up your 
slack. As the game progresses, so do your relationships 
with each companion, and healthy relationships can bring 
about unique lines of dialogue and options in conversations 
— we like to take a Wookiee around with us, obviously. 


2 IT MIGHT BE set some 3,500 years before Darth Vader 








should recognise The Old Republic’s morality system. 

Choices made during the game’s conversations can 
have a significant effect on the world, your character 
and the way the narrative unfolds. Important choices will 
inevitably move you towards either the light or dark side 
of the force, which can have a profound effect on the gear 
available to your character in the later tiers of the game 
and the way NPCs act around you. 


D IF YOU’VE EVER played a BioWare title before, you 
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ife begins at 30. That’s the unofficial 
L catchphrase in DC Universe Online, an 

MMO that is effectively split in half. To begin 
with, there are the outdoors city of Metropolis and 
Gotham to explore, and it’s here that the game feels 
like an MMO-lite. There’s lots of grinding without the 
challenge, button-bashing combat without the depth 
and far too many poor attempts at Marvel characters 
trying to find new variants on taken names - seeing yet 
another ‘DeadpOOL or ‘BlueHulk’ ruins the atmosphere 
somewhat. But hit the level cap at 30 and DCUO 
effectively becomes a whole new game. Level 30 
players gain access to the high-level instances, which 
doubles the size of the raids from four players to eight 
and dramatically hikes the difficulty. This is where 
DCUO's quirks and oddities come together in a glorious 
superpowered whole. 

This is where the majority of the active player base 
can be found nowadays, using the Watchtower or Hall 
Of Doom as hubs to meet while queuing up for eight- 
player raids. Crucially, you don’t need to belong to a 
league or guild to enjoy those raids. DCUO makes it 
extremely easy for strangers to hook up for raids, and 
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What are your 
all time favourite 


the simple MMOs? 
ture of 
ES Let us know on Twitter 
the roles 
or Facebook 


and movesets 
make it easy to 
understand your 
place in each group 
shorily after it’s formed. 
It’s been an unusual evolution 
for DCUO, which has attempted to find some sort of 
middle ground for console players, MMO veterans and 
DC fans and didn’t quite hit the mark with its initial 
release. It has had to adapt and evolve through updates 
and patches faster than SOE may have liked. But today, 
it’s matured into an accessible MMO that’s much lighter 
and frothier than its genre rivals. Perhaps best of all, its 
free-to-play model is surprisingly liberating, effectively 
letting you play the entire game with few limitations. 
If you don’t mind menu management - the biggest 
restriction on those playing for free is limited inventory 
space and a cap on in-game money - there’s no reason 
to pay for DCUO at all. Besides showing your support, 
of course. After all, life is pretty good fun at 30... 
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Complete 
Instances in DC 
Universe Online 


Check what role your other 
team-mates are playing. 


You can either play DPS or your 
‘specialised’ role depending on 
your initial powerset — Tank, Healer 
or Controller. Avoid having too 
many of one class in your group. 


The Controller is the key to 
a strong group, as they keep 


everyone’s power level up. Watch 
for an electricity icon under your 
name - if it’s present, your power 
will automatically recharge and 
you can be more liberal with use of 
your special skills. 


Your supercharge bar takes 
a long time to fill, so its best use is 
as a last-gasp defensive measure. 
Pick any supercharge move that 
refills shields, power, blocks 
attacks and so on for your hotbar 
and don’t pick more than one. 


When you activate the 
showdown with mid-instance 
bosses or end boss, you'll be locked 
in the room. This also means any 
team members on the outside will 
be locked out, so wait for everyone 
to catch up and enter the room 
before activating the boss. 


Barrels with a plus on the 
side are often the life-saver, when 
you have no supercharge move 
available and health sodas are 
cooling down. Keep a mental note 
of where they are and try not to 
attack them by mistake during 
boss encounters. 
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PICK YOUR POWER 
WHEN YOU CREATE your 
character, you have to choose 
between the Hero and Villain side. 
Nothing really changes bar some 
of the minor mission objectives 
and who you can have as a mentor 
but it’s worth bearing in mind the 
Hero servers are slightly more 
active and they tend to win PvP 
battles slightly more often. When 
you choose your power, this is 
effectively choose your role: 

Fire, Ice and Earth is Tank, Light, 
Gadgets, Quantum and Mental is 
Controller while Sorcery, Nature, 
Electricity and Celestial is Healing. 
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4 HELPING HAND 
م‎ i=] WHEN COMPLETING MISSIONS 
ll in Gotham or Metropolis, you may 
find them tough. Each mission has 
a number next to it indicating what 
يعيب‎ level enemies will be. If it’s higher 
| than yours, you need to pack a lot 
of colas and have a Supercharge 
move ready. But what’s even 
better is to call up the mini-menu 
with D-pad, select nearby players 
$ while attempting the mission 
œ and invite them to your group. 
| This means you gain the benefit 
of group-wide powers (healing, 
A power dumps, etc) and objectives 
| stack among team members. 














PVP 


THERE IS PVP in DCUO, which is either the standard PvP with your own character or playing 
as a known DC comics ‘name’ in PvP Legends. Both can be found in the On Duty tab of the 
Start menu. Just remember that the point of playing PvP matches is to accrue currency that 
goes towards PvP gear. This is separate to PvE gear, so it’s not a great way of bolstering your 
equipment or levels if you want to hit level 30 as soon as possible. 
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FOLLOW YOUR JOURNAL 

WHEN YOU CLEAR the Brainiac’s ship, which serves as 
the linear tutorial, it can be overwhelming to figure out 
where to go and what to do. The easiest way to cut through 
DCUO’s wealth of options is to stick to your Journal (press 
Start — it will be the fourth tab along). Just keep accepting 
and completing Journal missions, which will take you 
through the basics of the game and help you understand 
how everything works. 





LEVEL 30 
WHEN YOU HIT level 30, your On Duty tab will explode 
with a wealth of instances to choose from, which come 
with their own quirks and rules. Worth remembering: your 
combat rating dictates which missions you can tackle (you 
can find it under your stats on the inventory tab) and this 

is determined by the gear you have equipped. It’s also only 
worth doing raids once a day, as subsequent attempts lock 
out rare drops until the instance refreshes. 
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Pickpocketing, murder, exploitation, 
inflation, famine, overpopulation: Origin 
Systems’ Ultima Online had it all and way 
ahead of its time. games" travels to the 


uncharted MMO landscape of 1997 and 





Released: 1997 
Format: PC 


Publisher: Electronic Arts 
Developer: Origin Systems 





Richard Garriott 


explores its greatest pioneer 


was supposed to be 

invulnerable. In the world of Ultima, he’s the 

most persistent, powerful, and vital character 

— and the most obvious fictionalisation of the series’ 

creator Richard Garriott. His school chums called 

him ‘Lord British’ for his ancestry and accent - which, 
considering his Texan twang, is utterly absurd. 

There were ways to fell the in-game Lord British in 
single-player, but those story permutations were never 
considered canonical. In Ultima Online, however, 
there was no canon — or perhaps everything was. As 
the first mainstream MMO it was an experimental and 
lawless frontier, so it was vital that players couldn't 
screw around with the fundamentals of the Ultima 
mythos. Sadly, during a beta test on 8 August 1997, 
Garriott forgot to turn his invulnerability flag on, and a 
player named Rainz found a way to take him down. 

Rainz blasted British with a fire field, and the spell 
was so potent that the Lord perished. The lag resulting 
from the stress test on the server, coupled with 





Producer 
Starr Long the fact that the city guards had been given 
Director the day off, meant that Garriott was unable to 
Raph Koster retaliate and Rainz escaped without pursuit 
Lead Designer from Britannia’s finest. He was banned soon TF YOU BUILD IT, THEY 
Rick Delashmit 


Lead Programmer 


+ 


12 games" 


after — not for killing British, according to Origin, 
but for his numerous bug exploits and constant 
griefing. To some, Rainz became a martyr; he 
represented an Ultima Online (and thus an 
era in MMO history) that afforded complete 
freedom. Players stacked chairs to reach ledges, 
ambushed travellers in the woods, built functioning 
towns on unclaimed land, and hunted entire species to 
extinction. In practical terms, it was a nightmare, but as 
a world there have been few others like it. 

Reportedly conceived long before development 
began by both Garriott and Origin producer Starr 
Long, Ultima Online was intended as the first ‘proper’ 
realisation of the online world concept ventured in text- 
and graphics-based Multi-User Dungeons (MUDs), 
which had been around since the late-Seventies. 
“Of course,” Garriott laughs when 


WILL COME’. AND 50,000 
PEOPLE SIGNED UP 
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E Ultima Onlines detailed world afforded 
plenty of secret locations and treasures. 
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::::::: BEHIND THE SCENES ULTIMA ONLINE: 


Posted by: 

BOB SYKO 

4 I don't know anything about 
the game other than I was just 
a boy when it was released 
and apparently it's designed 
by some mad head who calls 
himself Lord British? 


Posted by: 

4 All I can remember is 
watching a review on the 
television, which featured 
footage of somebody who tried 
to connect to the servers, but it 
timed out all the time. 


Posted by: 

4 I seem to remember that one 
of my friends used to play it 

all the time and it just seemed 
like he was doing the same 
thing over and over — going 
into dungeons where loads of 
monsters attacked him. I also 
remember saying that it would 
never catch on. 


Posted by: 

DANTE76 

4 This was reason why I 
persuaded my parents to get the 
internet. It was great to begin 
with, but after a few years, the 
Isle of the Avatar was full of 
pimps and fanboys. Paved the 
way for the MMO though. 


4 I remember that the 
assassination of Lord British 
was the videogame equivalent 
of the JFK shooting and at that 
point I realised how important 
gaming had become in my life. 


Posted by: 

4 Ultima Underworld was the 
first PC game I ever completed. 
That game was cool. I realise 
that's not Ultima Online, but I 
wanted to contribute. 





E The moment Lord British was defeated during 
the beta, as captured by ‘the internet’. 






an discussing the pitch to EA, “the largest-selling 
mman online game at the time only had 15,000 





subscribers, which didn't justify a lot of funding. There 
were a number of graphical MUDs, none of which 
were particularly profitable, so the fiscal projections 
for UO were probably twice as big as the biggest- 
selling MUD at the time — so, like, 30,000 subscribers. 
Which wasn't nearly enough.” 


EHHE EA wasn't prepared to shell out for a full game, 
but after much haggling, Garriott persuaded them to 
hand over $250,000 for Origin to make a prototype. 
The five-year-old Ultima VI engine looked 
rather crude at this point, but the potential 
was obvious. Garriott recalls that they put a 
message out on their website saying: “Hey, 
guys, we re making this online Ultima, and if 
you want to try it out, please send us $5 so 
we can send you a CD’. We just had this idea 
of ‘If you build it, they will come’. And 50,000 
people signed up. You do the maths - that’s 
the $250,000." Ultima Online went from being 
an outlandish vanity project to EA's top priority. “After 
that,” Garriott crows, “the purse strings opened up.” 

The extra funding allowed Origin to recruit more 
staff, including Raph Koster. He joined Origin in 1995 
along with his wife, Kristen, and became Ultima 
Online's lead designer. He recalls how he got the 
job: “We'd made friends with people on MUDs, and 
one of them was a fellow named Rick Delashmit. My 
wife and I were living in Alabama, and he applied for 
a job in the game industry in Austin. He ended up at 
this shareware company called Morassware. They 
had a pretty serious way of interviewing: they asked 
a whole bunch of programmers to come in, and on 
a Friday they'd say ‘Come back in two weeks from 
now with a good computer port of a board game and 
we'll hire the best one’. So he did a port of a board 
game I made, and got the job. When Morassware 
was approached by Origin to do contract work, Rick 
found he shared an interest in online games with 
Starr Long, and when Starr asked Rick to recommend 
designers, he mentioned my wife and me.” 

With his MUD experience, Koster proved the 
perfect leader. Looking back he thinks that Ultima 
Online became unique because of the diverse mix of 
development backgrounds on the team. “We had folks 
who came from a single-player background, but most 
of the team was recruited from the MUD community,” 
he says. “We had people from the DikuMUDs - which 
inspired EverQuest — and people from the MOO 
[MUD Object Oriented] worlds, so we had a team 





TREN : The first 
graphical MUD, 
AOLs Neverwinter 
Nights was very 
popular for its 
time and no 
doubt paved the 





way for the MMO 
genre itself. 
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made up of a lot of different backgrounds in 
terms of code bases and architecture. All of that 

went into the mix. The idea of Ultima Online had 
been circulating for years at Origin, but there hadn't 
been many people with the right backgrounds. So the 
influence of MUDs on the team was really dramatic.” 


EHE Garriott’s main desire was to please his Ultima 
fan base: “People would play the games and wish 
they could bring friends with them. With Ultima Online 
you could.” Of course, while Ultima Online achieved 
this goal to some extent, in many ways it was totally 
alien. Gone was the notion of a hero - enter the 
avatar. Britannia became a place to live and work 
— not necessarily save. Stripped of their relevance 
to the plot, players were reduced to the realtive 
nobodies they were in real life. And they loved it. 

In the early days, Garriott found that he had the 
most success with the simpler mechanics. Fishing, 
for instance. “We had fishing rods,” he recalls, “and 
one of my rules about Ultima games is that if you 
have something in the world, you must be able to do 
something with it. So for the rods, we put in this little 
fishing simulation. If you tried to catch a fish, there 
was a 90/50 chance you would. End of simulation. It 
was a simple idea, but people loved it. I'd go down 
and see players sitting around fishing. So we refined 
it and it became a trade.” 

Pivotally, those trades were available to any player, 
at any time. Rather than adopting the rigid class- 
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Verant Interactive's 
EverQuest came to 
a market already 
warmed up by 
Ultima Onlines 


success, and even 
implemented 
many of its 
competitor's ideas. 
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A game that 
requires © 

credit card and 
internet access 
betore the player 
can get even 

a glimpse of 
what's going 

on had better 

be incredibly 
engrossing or at 
least immediately 
accessible. 
Ultima Online 

is neither. The 
‘undoubted future 
of interactive 
entertainment’? 
God forbid. 


Computer Games 
Magazine, Sept 1997 
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Ultima Onlines Britannia was realised with the exquisite l} à 
levels of detail for which Ultima games are known. ١ 


based advancement systems seen in MMOs today, 
UO allowed players to develop skills in any category 
they liked, effectively creating their own character 
classes. Skills weren't chosen off advancement trees 
once sufficient experience points had been accrued. 
In a logical twist, in the online world you got better at 
swords by swinging them around. 

UO’s world was similarly dynamic. Throughout his 
career, Garriott strove to create a living, breathing 
world for his players to explore. With UO, he was 
able to take this principle to its zenith. He wanted the 
world, rather than being the sort of static ‘monster 
farm’ you see in the MMOs of today, to be self-reliant 
and ever-changing. His favourite example of this 
is UO’s once-robust wildlife simulation, 
where animals would breed at certain 
rates, hunt for food, and scavenge if none 
was available. “So, let's say you had some 
wolves,” he explains. “And the wolves 
preyed upon deer. Well, if the wolves killed 
too many deer, then they'd be forced to 
go into town looking for food, and players 
would be given dynamic quests to go kill 
the wolves. So it was supposed to balance 
out.” It didn't, unfortunately. 

Shortly after players began to swarm the UO servers 
— or ‘Shards’ as they were known - they completely 
overloaded the nature simulation, cleansing the wolf 
and deer populations. The system was scrapped 
in favour of a more static, less realistic one. This 
is emblematic of a lot of UO’s growing pains: the 
world was perfect, sensible, and alive, but it was 
impractical. ‘The moment real people descended upon 
it with their conflicting desires and ambitions, it was 
all but destroyed. Origin entrusted to players more 
freedom than your modern Western MMO player 
could imagine: player-killing, pickpocketing, and real- 
estate development within the persistent game world 
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were all permitted in the spirit of providing a liveable 
universe. It seemed understandable to have such 
dangers and benefits in a fantasy setting, but it all 
went horribly wrong: in-game crime, overdevelopment, 
and economic struggles became so prevalent that 
Ultima Online, far from being the ultimate Britannia 
simulation, became Manchester with dragons. 

UO was patched up through expansions and 
revisions, and retained its original appeal, but it still 
makes Koster wistful. “I think we did a lot of things 
right - some of which we didn't even know we were 
doing right at the time. 1 think we reached for some 
things we didnt quite grasp, and we gave up on 
iterating some things before they made it. So it was 
a game where the level of freedom we 
gave users was so high that when they 
really ran with the ball, it was very difficult 
for us to keep things from spinning out 
of control. And often our reaction was 
to take freedom away rather than find a 
compromise. I mean, things like the PvP 
obviously, but even simpler things like 
dropping stuff on the ground, or being 
able to set something on top of something 
else. Players did amazing stuff with that, 
but they also found ways to abuse the system. So we 
had to take away the feature because we couldn't find 
a way to ensure people play nicely.” 

The MMOs that followed took this lesson to heart, 
and never again has such a large property attempted 
something so anarchic. Still, despite its impracticalities, 
Ultima Online remains a fascinating game. Its 
influence on the industry is immeasurable, and there 
are innovations in it that other MMO luminaries have 
yet to recognise. It's the Rainzes of the world who are 
behind this sad state of affairs. Oddly enough, though, 
they're also the very reason Ultima Online was 
so different and so real. 








Only Pirates Of The Burning Sea has 
trumped Ultima Online in sea travel. 
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The character customisation 
options within PSO were unrivalled 
in the game's time. 





With a sequel announced at Tokyo 
Game Show, we sit down with famed 
Phantasy Star creator, Yuji Naka, as 
well as PSO's main designer and 





Released: 2000 

Format: Dreamcast, PC 
GameCube, Xbox 
Publisher: Sega 
Developer: Sonic Team 


Yuji Naka 

Producer 

Satoshi Sakai 

Main Designer/Art Director 
Takao Miyoshi 

Director 

Fumitaka Shibata 

Sound Director 
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art director, Satoshi Sakai 





the king of his own world 
and he knows it. He carries himself with the 
relaxed, confident attitude of a man who 
feels that failure is impossible. He is informal and 
passionate. His formal, considered conversational 
style betrays the fast-and-loose speech of his Kansai 
heritage. Whether it's his fame or sheer natural 
ability, the 45-year old game designer knows how to 
secure the full attention of everyone in the room. It’s 
that kind of leadership he brought to his teams when 
he created the most popular games ever to come 
out of Sega, the two most important of which 
are, without a doubt, Sonic The Hedgehog 
and Phantasy Star. Both games were so 
successful that, even in Naka's absence (he 
left the company in 2006), Sega is still trying 
to replicate their secret formula. 

We meet Naka on the first floor of the main 
building on Sega's campus, located in a 
nondescript and fairly quiet Tokyo business 
district. Young employees who never had 
the chance to work with Naka gawk and stare, while 
trying to pretend they didn't notice. Even though he 
doesn't work there any more, Naka carries himself 
like he owns the place. The only moment where his 
calm seems to fade is when he’s asked to put on a 
visitor's badge. “Does that feel strange?” we ask 
him. “Yeah. A little,” he replies with a laugh. 

We're at Sega to talk about Phantasy Star Online 
with Naka and art director Satoshi Sakai. The game 
turns ten years old this month, and, even though 
we didn't know it at the time of our 
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You can still play PSO today, even 
though Sega has stopped supporting it. 
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I KNEW IT WOULD BE 3D 
AND IT COULDN'T LOOK 
CHEAP IT HAD A COMIC- 
LIKE LOOK TO IT AT FIRST 


Are you OK? You had a 
rough time. Be careful. 
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She always wore something 
red. 


E Decking out and customizing your character 
was the main draw of PSO. There was 
always more loot to find. 
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ES am Sa 4 Still have it in my DC‏ 
collection. Even though‏ : 
I spent the entire time‏ 
playing it in offline mode, I‏ 
z ; still managed to get hours‏ س 
ee 2 i - out of it. Rich, vibrant‏ 
visuals that Sega did so‏ : 1 
Simple=Attack= | | well, interesting enough‏ 
Eol ack | story. Not kidding myself‏ ا 2 
Heal that I had a clue what I‏ 
Support was doing with the Mag.‏ 
I Just fed it all sorts to see‏ | جڪ 
what would happen. As for‏ 
the online side? What, on‏ 
dial-up? With BT's prices?‏ 
Pffff... Fat chance.‏ 


Posted by: 

RIVAONI 

4 One of my absolute 
favourite games of all 
time. Phantasy Star Online 
was my WOW. It got 

me into online gaming 
properly, and I spent an 
unhealthy amount of time 
(and a ridiculous amount 
of my mother’s money) 
playing online and off. 
I've played every single 


Connect to the network to participate 
in online network play. , as 
E While the game was the first online console hit, WAA =} 2 2 7 No iteration across all formats 
many players chose to play by themselves and ol. === 34 IN - ` and reached level 101 with 
never worked with others. ا‎ | me. . ب حم‎ my RAcast on Version 2 
even though by that point 
: I was using it as a 
£ Oy “a / | glorified online chat room, 
‘Cy 2 eames TM so would never have 
reached level 200. 
So many great 
moments, trying to find a 
name that would give me 
a good Section ID and 
ultimately a good drop 
Hello A | rate, exchanging items, 
ت تت‎ ae | weapons and Mags in 
Crying | order to give my character 
I'm angry! | | the appearance I wanted 
Help me! | : 1 
Not in-use it to have, and trying to 
Eaten a نت‎ | Not in use r avoid hackers at all cost to 
prevent having to restart 
yet another character. 











E PSO's lobbies doubled as chat rooms and 
eventually became more popular than the 
main quests. 
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a2 interview, Sega was preparing to shut down 
saaa the last servers for the original Phantasy Star 
Online - or PSO: Blue Burst as the PC version is 
now called - after years of expansion packs. 

Sakai and Naka's involvement with the game's 
original incarnation ended years ago, and Sega 
is now a very different company than it was during 
its time as a hardware manufacturer. At that 
time, even before production work had begun on 
PSO, Naka's team was split into three after the 
completion of Sonic Adventure. One group focused 
solely on pushing the graphical capabilities of 
the Dreamcast to their limits, another looked into 
the possibility of an online game, and the third 
worked on various projects that would 
eventually lead to the creation of Chu 
Chu Rocket. “Everyone was spread out 
doing their own thing in the studio,” 
says Naka. But, eventually, these three 


Star Online. 


Mem NOT THAT THEY had much 
choice. “Word came from the top that 


Naka. At the time, Sega was headed 
by Isao Okawa, who declared that 2000 would be 
the year of the network game. Unfortunately, 
im the teams were spread pretty thin at 
= that point. “The Sakura Wars team had 
_ to keep making Sakura Wars, the 
Jel Set Radio team had to 
Ni. do Jet Set Radio. 
a Everybody 
was hoping 
somebody else would do it.” Despite the fact that 
Sonic Team wasn't the best fit for the project, 
Okawa gave the responsibility to Naka’s team. Not 
everyone was thrilled, but as Naka put it, “Okawa 

had a clear vision of the future.” 
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Feeling nostalgic? Turns out, with 
PSO, you can go home again 










Sega recently announced 


that they were ending support 


for the Japanese version 
Phantasy Star Online: Blue 
Burst - on 27 December 
2010, after nearly ten years 
of continuous service. Fans 
outside of Japan faced exile 
from PSO much earlier, and 
came up with a workaround 
that should allow Japanese 


players (as well as anyone 
else) to continue enjoying the 


18 games” 


- کت ر ج‎ 
S 6 1 ji 1 Fi € 6 he 
RIVATE R-V-E-R 
game. The most hardcore PSO home information register connect download item database forums 
devotees created unofficial 
servers to host their games, E الحم‎ News 


and even at this very moment, DONATE 
there are players around the p: San د امو‎ 
world still playing PSO on their 
Dreamcasts, Gamecubes, and 
PCs. Want to give it a shot? 
Simply visit http:www.schtserv. 
com to check it out. While its 
online access isn't as user- 
friendly as it was in the old 
days, it's still just as fun. 
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SATOSHI SAKAI 
we had to make an online game,” said Desicner/Art Director 
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There was just one issue: nobody knew what online 
gaming meant in 2000. While PC online gaming had 
been around for decades, and truly exploded in the 
mid-Nineties, the PC-free game culture of Japan had 
never shown much interest. Not only did the team 
have to create a new genre, it had to sell online 
gaming to a country of console gamers. It wasn't 
going to be an easy sell, given that the internet 
service providers in Japan charged a per-minute 
fee for dial-up, and broadband was almost unheard 
of at the time. According to Sakai, Okawa showed 
the courage of his convictions by bundling a year’s 
worth of internet access free with each Dreamcast. 
In the end, it cost Sega nothing, because Okawa 
paid for it from his own pocket. Naka 
suggests that the chairman felt that 
strongly about it, it really was going to 
be the next big thing. 

Naka knew he had to make an online 
game, but what did that mean? How 

do you play a game online? How do 
| you communicate? How do you relay 

the story? What did the phrase ‘online 
game’ mean in 2000? “Cheap graphics,” 
he replies. Stark and boring visuals 
were associated with online games at 
the time. “Even today, that's the case. That's why I 
had my graphics team and online team separate, 
but I decided to combine their skills into one game 
and have both graphics and online together.” The 
combination would eventually prove to be nearly 
unstoppable, but that wasn't a forgone conclusion. If 
the game was to use all the power of the Dreamcast, 
he needed his art team behind him. That's where 
Sakai came in. 

At the time, the game was simply called Third 
World. Though the team was aiming to create a sci- 
fi atmosphere, no one thought of associating it with 
the long-dormant Phantasy Star series, which hadn't 
seen a release since the Mega Drive era. According 
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Though loved by online gamers, 
PSO drove a wedge through Phantasy Star 
fans who lamented the loss of the original 
single-player RPG series. 
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Pioneer 2 departed after 
Pioneer 1 confirmed that Ragol 
was suitable for colonization. 





If you've never 
experienced 
online gaming, 
prepare to 
have your world 
rocked and 
your social 

lite stripped 
away. Phantasy 
Star Online 
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FF WE WANTED DREAMCAST 
GRAPHICS AND THE 
SAME LEVEL OF 
GAMEPLAY AS DIABLO 


to Sakai, “I knew it would be 3D and it couldn't 
look cheap. 1 wanted to do sci-fi fantasy. That, 
with the freedom of online gameplay, worked 


is dangerous, 
addictive, 

and the most 
engrossing RPG 
the Dreamcast 
has to ofter 











together. It had a comic-like look to it at first, 
but we couldn't show off our realistic art like 
that. So we made it more realistic.” When creating 
concept art for the game, Sakai drew a dragon and, 


when Naka saw the image, something clicked. The 


Third World became Phantasy Star Online. 


A SIMPLE IDEA, a name, and some concept 
art dont form a game. Naka needed 
to figure out how the gameplay would 
work, and was in a position that very 
few game makers ever find themselves: 
he was doing something completely 
unlike what any of his peers had ever 
done. While Western gamers today 
often look at the online components 
that come out of Japanese games and 
infer that online-play isn't important in 
Japan, in 2000 it was non-existent. Naka 
had to look outside his own country 
for inspiration, something that, until quite recently, 
no Japanese game maker would ever do - or at 
least admit to. In 2000, there were really only three 
big names in online RPGs: Ultima, Everquest, and 
Diablo. And it was the latter loot-gathering classic 
that would serve as inspiration for PSO. 

Diablo had impressed Naka because the game 
surprised him on not just a gameplay level, but a 
technical one as well. “The biggest issue with online 
games was memory. They require a lot of it, and the 
graphics suffer as a result. I was impressed with 


Producer 








how smooth the gameplay of Diablo was, 
but it was a 2D game. We wanted a game 

with Dreamcast graphics and the same level 
of gameplay as Diablo.” It also helped that the 
main programmer on the game was an addict of 
Blizzard's loot-whoring masterpiece. 

Ten years on, it's easy to look back 
and see the gameplay connections 
between PSO and Diablo, but very few 
critics pointed it out at the time. Part 
of the reason was the lack of overlap 
between the console-focused audience 
of PSO, and the PC game-focused 
Diablo audience. The graphics also 
played a role; PSO looked nothing like 
Diablo and the inspiration drawn from 
it was purely mechanical. PSO's artistic 
direction came from somewhere else. 

The freedom available to Sega teams during 
the Dreamcast era is hard to imagine in today’s 
stricter, higher-stakes environment. ‘Teams were left 
with little supervision, to create the kind of games 
they wanted to make. It produced some of the all- 
time classics of the console, including Jet Set Radio, 
Space Channel 5 and Phantasy Star Online. 

Sakai's art team was also free. Most of the staff 
from Phantasy Star IV had left Sega by the time 
PSO production was underway. With the sense that 
3D was a new start for videogame 
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Internet 


It's still better than 
BI was, right? 


E OKAWAS DECISION to 
include a year of internet 
was a bold move, and 
absolutely necessary to 
ensure that players would 
continue to play the game; 
they simply didn't want 

to pay per-minute to play 
anything. Around the time 
of the game's release, 
Japanese phone company 
NTT unveiled an ‘unlimited 
telephone’ plan that 
allowed users unlimited 
internet from 11AM to 8PM 
for ¥1,800 yen a month 
(about £9 with the exchange 
rates of the time). Around 
the same time, workers at 
Sega noticed the servers 
were getting hammered 

at 11 o'clock almost every 
night. Naka wasn't happy 
about this and wanted to 
work with a different ISP but 
since Okawa was footing 
the bill, the call was up to 
him. “We probably helped 
out NTT a lot.” 


a2 art, the team felt little obligation to adhere 
Ean 


masa to the style set down in the game's 16-bit 
predecessors. “Phantasy Star has changed from 
game to game with each title. I and I might have 
been similar, but the designers had a lot of freedom. 
We had only the fixed image of sci-fi RPG,” says 
Sakai. What little influence that was apparent came 
in the name of enemy and item names. Naka and 
Sakai believed that too many things were different to 
allow more influence. The platform, graphics, even 
genre (action-RPG versus RPG, a distinction that's 
very clear to Naka) was different. 

Sakai often mentions freedom within PSO itself. 
For him, everything came together in just the right 
way. The game had the right combination of setting, 
art, and gameplay, to give the player an unparalleled 
sense of freedom. Players were free to explore as 
they saw fit, and Sakai claims that the game's art 
and sci-fi fantasy setting only work to heighten this 
sensation. By the time production finished, the team 
felt that they had created something truly new and 
original. They were quite proud of it, but they had no 
way of knowing how the public would react. The tree 
internet included with the game, thanks to Okawa, 
would certainly move sales in Japan, but they 
weren't all 100 per cent confident. Sega wasn't too 
concerned with sales abroad. At the time, Japanese 
publishers made games for Japan, and any sales on 
top of the domestic ones were just a bonus. 


mee AS IT TURNED out, they needn't have 
worried; the game sold almost exactly as 
many units as Sega was expecting. Naka 
was actually a little disappointed by this: “To 
be honest, I wanted the game to sell a little 
more. But actually we sold as much as we 
could handle. After release, the server load 
was borderline. Any more and the game 
would have crashed.” Naka's perfectionism 
comes out as he talks about the game's 
performance. Despite selling well and winning 
numerous awards, he still doesn't seem satisfied, 
even ten years on. “The team probably didn't have 
the right knowledge, because everything was 
new to them. There were provider problems as 
well. In Hiroshima and Okayama the network 
didn't work right and they had to investigate 
these new kinds of problems. It was stressful.” 
Naka's exacting expectations of himself aside, 
the game sold miraculously well in an era 
where ‘console’ meant offline gaming almost 
b y definition, and the fan base that it 
created was perhaps the most 
fervent and rabid until World Of 

Warcraft came along. That, 

if nothing else, pleased 
and surprised Naka. “We 
on the development team 
were surprised. Originally, we 
aimed to offer twenty days of 
gameplay. So we gave the first 
month free. No one cared that the 
free trial was only a month; they 
kept on playing. Twenty days was 
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E With only four stages in total, 
PSO could become a little dull but 
the levelling and random loot kept 
people playing, regardless. 
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WE SOLD AS MUCH 
AS WE COULD HANDLE. 


THE SERVER LOAD 
WAS BORDERLINE 





the target for one character. People made 
multiple characters and started over.” 

The game pleased critics as well. PSO took 
home 17 awards, including top honours at the 
Japanese Game Awards. Unfortunately, the game's 
chief champion Okawa didn't live to see the game 
win. While PSO was in production, Okawa was 
in poor health, and he was hospitalised by the 
time the game was released. Naka said, “I was 
making reports and sending pictures to the hospital, 
but Okawa was probably too sick to see them. 
Three days after he died, PSO won the Japan 
Game Award.” 


MMM DESPITE ALL THE acclaim and the loss of 
their biggest supporter, the team received no break. 
They went to work maintaining the overworked 
PSO servers, while working a gruelling schedule 
that enabled them to release Phantasy Star Online 
Version 2 in less than six months. Work on PSO 
never really stopped. The game was ported to 
the PC, GameCube, and Xbox. Even atter those 
versions shut down (as well as the Dreamcast 
version), Sega was pouring work and resources 
into PSO until December of 2010, when it finally 


Loot was the real heart of the game. 
From boxed items to enemy drops, there 
was always a better piece of kit to get. 
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shut down the last servers for the final iteration on hardcore fans, who created their own private PSO Rag Rappys were the Slimes 
Hp pLi ' of Phantasy Star Online - cute, 

PC. On top of building up the original game, Sega servers after the game was shut down, are keeping unchallenging foes that were 

expanded the franchise to include Phantasy Star the series alive. later mined for merchandise. 


Portable for the PSP Phantasy Star Zero for DS, 
and the critically panned Phantasy Star Universe on 
Xbox 360 and PC. 

The series has struggled to live up to the legacy of 
the original game. While Sega was busy trying to top 
PSO, Capcom stole its thunder by taking the formula 
and adapting it into Monster Hunter. For various 
cultural reasons, the ad hoc gameplay of Monster 
Hunter on PSP proved to be far more popular in 
Japan than online could ever hope to be. By the time 
Sega realised the right direction to take the series, 
it was too late and Phantasy Star was stuck playing 
catch-up to Monster Hunter. At the same time, the 
PSP Phantasy Star games have failed to capture the 
attention of the West, and Sega is incredibly slow 
to localise and release them. It seems that only the 
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Now no longer working at Sega and heading 
his own studio at Prope — which recently released 
both Let's Tap and Ivy The Kiwi? for Wii — Naka 
doesn't seem to mind the series’ fortunes, as long 
as the game's fans remember what he achieved. 
“As the game creator, Diablo influenced us and we 
wanted to create something better. I'm happy to 
see others take what we did and work with it. Im 
the kind of creator who wants to do something first. 
It I do something and others follow, I'm happy. If 
there was no PSO, Monster Hunter wouldn't have 
come out. I feel I'm lucky. You have to be there 
in the right place at the right time. For the younger 
generation it’s difficult, there's so much out there 
already. I was lucky to have the chance to do 
that first.” 
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Runescape is one of the biggest names 
in MMOs and helped shape the way the 
genre evolved over the years. games" 
looks at how the legacy began 


Released: 2001 

Format: PC 

Publisher: Jagex 
Developer: In-house 

Key Staff: Andrew Gower, 
Paul Gower, Mark Ogilvie 





E CONSIDERING THE HISTORY of the MMO 
= genre, youd expect to have seen far more 
EEEH innovation over the years. It's a fairly stagnant 
genre, but there's always been one game - spanning a 
huge player base, even to this day —that remained constant 
in its own core design tenets. RuneScape, in fact, set a 
precedent for a lot of what would become staples of the 
genre, namely an emphasis on accessibility to open up as 
wide a group of players as possible. 

In actuality, RuneScape began long before the term 
‘MMO' was even conceived, back when ‘MUD' was the 
go-to definition. Multi-User Dungeons had been around 
since as early as the late Eighties and continued in 
various forms of popularity into the late Nineties where - 
with technology pacing forward — it became increasingly 
apparent that the future was in graphical MUDs. It was 
inevitable, and at the beginning of the millennium it became 
a race to dominate this otherwise fairly limited market. The 
technical issues involved were vast, but whoever managed 
to crack it had almost guaranteed success. 

“The first requirement for the game was that it needed to 
be quickly accessible from computers with pretty lightweight 
hardware and internet speeds,” says Mark Ogilvie, design 
director on RuneScape. “The founders were frustrated that 
at university, they would use different computers in libraries 
all over campus and have to install their current favourite 
game from a physical disk. That process would cut into 
precious gaming time, so they decided to make something 
themselves based around their early RPG and tabletop 
experiences, which they could play with other people at 
the same time. One of the founders loved making systems 
and engines, the other loved making quests and designing 
worlds, so it all fell together rather nicely.” 


E RuneScape's medieval setting was accessible 
enough to draw in a large audience of gamers, but 
has since expanded to include many themes. 





This mobile boot file would later become one of 
RuneScape's key innovations. Though it wasn't the first 
to the GMUD market, it provided an accessibility that 
would later entice millions. Preceded by Ultima Online and 
EverQuest, the Gower brothers wanted to create their own 
equivalent, with Andrew handling the systems powering 
it and Poul designing its world. Most of all Andrew had 
wanted a game that was at once easy to access and to 
get into, but offered the same kind of depth and interaction 
that came from popular tabletop RPGs. But there were 
unexpected positive side-effects to Andrew's streamlined 
design — despite being graphics-focused, RuneScape 
managed to remain svelte enough that changes could be 
made quickly and efficiently. 

This was a small operation, however, and Jagex was still 
being run out of the Gower’s parents’ home in Nottingham 
while they studied at university, and so the early days 
required everyone to pitch in. “Everybody turned their 
hand to art,” explains Ogilvie. “They got a few sketches 
from a friend for some ideas of what a goblin or a dragon 
might look like; the whole family got involved - [the Gower 
brothers] mum created bears, their little brother made 
a bat... all sorts. Only much later did they even consider 
actually hiring people to create assets! In the beginning it 
was still very much a bedroom project for fun and for them, 
not for an audience with expectations on quality.“ 


MMM RuneScape was not set out to become a success, 
but instead a means for the Gower brothers to make 
the games they wanted to play and little else, a facet 
that still remains true at Jagex to this day. Ogilvie even 
adds that the original sketches created for the early 
incarnation of RuneScape are the very same ones that “act 
as a foundation for every dragon, goblin or bear rework 
we consider”. It's a humbling story for such an important 
MMO, and it all began with that focus on speed to make 
better use of limited time at library computers. 

RuneScape originally released in beta form in January 
2001 and, later that year, Jagex would be formed. 
Within that year RuneScape’s popularity began to rise, 
particularly among students and schoolchildren who, 
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bereft of their own computers, needed a game 

that was quick to install yet compelling to play over 
multiple sessions. By making a game that appealed to 
themselves and their own needs, the Gower brothers had 
indirectly made something that would, as a result, draw in 
thousands more like them. It was the engine that powered 
it all that was RuneScape's secret to success. 

"t was homemade,” says Ogilvie of RuneScape's 
engine. “If we needed to change things, we could. All of 
our systems were bespoke and if we needed more, we 
just made more! Because the game client was so thin, any 
additions we did make could be done very quickly and 
with an almost unnoticeable effect to the download. Our 
server downtime would be minutes, at most, every week.” 
This was another boon that appealed to the masses: 
there were no long, drawn out server maintenance and 
any problems that were discovered could be quickly 
resolved. It helped build a fanbase that became reliant 
on this consistency, and - as a result — the fanbase grew. 

The demand for new content continued to grow, but 
RuneScape's streamlined engine meant this wasn't such 
a grand undertaking like so many early MMOs. “We have 
always been about creating new content,” claims Ogilvie 
of RuneScape's approach to gameplay. “Our big selling 
point aside from the accessibility was (and still is) the 
rate of content updates to the game. We always looked 
forward to the new rather than reflecting on the old, which 
eventually caused us a few problems, having to dedicate 
lots of time on reworking older content.” The type of 
content that was added was vast, too, not just a handful 
of new quests. Items, skill updates and many more were 
developed quickly and implemented even quicker to 
sustain the increasing demand from fans. “The rate of 
updates was full on, and the appetite from the players 
was immense, as they were expecting new content every 
single week.” To Jagex's credit, that was a demand it more 
than aimed to meet. 





The steady stream of updates meant there was always something new. 


New professions, skills and areas are opened up all the time. 
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Though new art is created all the time, the original design sketches for 
the various beasts of RuneScape are still used as reference for this day. 





Unlike most 
MMORPGs, 
Runescape 
doesn't give 
the illusion of 
listening to 
the players — 
Jagex actually 
does take user 
opinions into 
account 


Because of this demand RuneScape became a varied 
game. Jagex was free to explore different ideas with each 
new update to see what would stick and what would fail. 
This led to a very freeform approach to development — at 
least in the early days - with design documents that were 
more “brief concepts” than traditional planning. For the 
early days of RuneScape and Jagex, it was more about 
working dynamically and fluidly to produce the content 
needed to satiate fans. It helped keep RuneScape fresh, 
but moreover it kept the problems to a minimum. “The 
limitations were pretty light too,” explains Ogilvie, 
“creating the rich tapestry of themes and ideas 
that we see now.” RuneScape has since touched 
on a wide range of design directions and themes, 
expanding on the medieval fantasy setting that 
remains core to the game even now. 


RuneScape enjoyed a year of phenomenal 
success and with the player count rising, newly 
formed Jagex needed to look for funds. Initially it 
had been done so through in-game advertising, 
paid-for banners that helped pay for the servers to 
keep RuneScape. It soon became increasingly apparent 
that everyone involved was going to need to work on the 
game full-time to ensure the stream of content could be 
created. But advertising on the internet was becoming 
scarcer by the day; the online craze was woning and 
soon Jagex was not getting enough from advertising. In 
February of 2002, the model was changed, and RuneScape 
implemented a monthly fee: “the dotcom bubble burst and 
advertising revenue reduced considerably,” says Ogilvie, 
“so the only alternative to closing the game was coming up 
with a subscription service with ‘premium’ content.” 

Though there were concerns that it would be widely 
despised, the team at Jagex knew that without the extra 
income it could provide the game could not continue 
otherwise. “Any risks were far smaller than the possible 
threat of the game closing completely. Nobody was sure 
how popular it would be, but over the first week there were 
enough subscribers to cover the costs, and to actually hire 
a full-time member of staff.” 











The march of content continued unabated and with it 
the numbers of subscribers. The addition of the monthly 
fee was a success, with fans turning up to enjoy the 
new locations, quests and items on a regular basis. If 
RuneScape has proven anything to the MMO world it's that 
if you can sustain your players with new content, then they ‘ll 
continue to play, to subscribe and to stick around for more 
in the future. It's a hard challenge to face, and one that 
Jagex managed to handle ably with RuneScape. It didn't 
need to change anything or release huge expansion packs 





to draw in the crowds; it simply had to maintain the 

ones that were already playing. “Whilst I don't think 

we ever played it safe,” Ogilvie tells us, “most of our 

updates focused around adding new content, rather than 

chonging anything existing. Some of our largest increases 

in community size over the years have followed significant 

additions to the game. When we have made changes to 

existing content, small or large, it has the potential to cause 
friction with the community.” 

In later years it's this very approach that has seen many 
other MMOs fail. Even World Of Warcratt fails to appease 
its most regular and veteran players courtesy of the vast 
shifts in design that occurs with each expansion pack. 
RuneScape did not — and does not - need to change 
anything, simply provide more. Which made approaching 
RuneScape 2 all the more daunting. In 2003, Jagex was 
considering an upgrade to the RuneScape engine; its early 
graphics were the game's weakest elements, and many 
knew it. Jagex intended to create a sequel — but rather than 
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Despite the 
presence of 
some history 
and a tairly 
thorough 
mythology, the 
world is pretty 
damn generic 
and somewhat 
‘dorky’ in its 
approach to the 
fantasy genre 
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RuneScape has gone through several iterations and updates, 
being one of the few long-running games to keep up with its audience. 


cast aside all the work already done, it was decided 

this new version would be designed to simply replace 
the one that was already there. In essence is was a swap 
for improved visuals. It was a risk; the fons might not want to 
upgrade, or see this as an unnecessary change of direction: 
“We didn't want to split our community, but equally we didn't 
want to force migration over to RuneScape 2. The main 
challenge was getting players to understand that it was still 
the same game, it just looked and played a lot better, and 
gave us greater scope for content in the future.” 

The solution to the problem was elegant; provide players 
the opportunity to move everything over, and if there were 
those who didnt want to they could stay right 
where they were. “We had a grace period that 
allowed player to move their ‘bank’ from Classic 
to RuneScape 2," says Ogilvie, “but eventually they 
had to choose where it would stay. Getting players 
to decide which version they wonted to play was 
difficult — the promise of a better future versus the 
comfort of what they knew. It's the same challenge 
with any significant engine development or rework 
to a system. In addition, we didn't want to slow down our 
update rate too much, so it was a busy time for us.” 

On its release, RuneScape 2 was named simply 
RuneScape, while its older version became AuneScape 
Classic. The uptake in this grace period was impressive, and 
hardly a surprise — the game was now better looking than 
ever, and it was futureproofed for fans. “We made it clear 
that new content would only be added to RuneScape 2," 
adds Ogilvie. "I found it fascinating to learn about features 
the players had grown to love and rely on versus those things 
in game we knew were — to us — badly designed and in need 
of improvement.” The development of the two was symbiotic, 
with any new content also going into the new RuneScape. 
With its success and the large number of players moving to 
the upgraded version, all future content endeavours were 
moved onto the enhanced version of RuneScape, with “staff 
only maintaining and bug fixing Classic”. 











The new engine rolled out in March 2004, with only 
a month later Blizzard's own MMO World Of Warcratt 
being released. Though the viewpoints and art design 
differed, the visuals were comparable and it was clear 
WoWwas going to shake the foundation of the MMO world. 
But RuneScape remained stoic in the face of Blizzard's 
behemoth. Its approach — to focus on accessibility over 
everything else — meant its fanbase had no interest in 
departing. Were there any concerned at Jagex about 
WoW's release? “Surprisingly not,” says Ogilvie. "Update 
frequency and accessibility were still our trump cards and 
actually our audience weren't that interested in WoW. I think 





it did affect the rate of new customers, but frankly we 

were struggling to hire staff and build new servers fast 

enough to deal with the rate we did have, which was still 
tens of thousands of new accounts every single day.” 


Jagex had found success in the simplest of things; 
despite having a team of only 50 people it was still producing 
content faster thon any other MMO on the market, and even 
the might of Blizzard wasn't able to compete. Its fanbase was 
loyal and RuneScape, it was clear, wasn't going anywhere. 
By this point there were millions of players, and as Jagex 
set about exponding into Fronce and Germany it was 
only going to become tougher to maintain such a huge 
community of players. “Incredibly rewarding, challenging, 
exhausting and satisfying, all at the same time,” explains 
Ogilvie when asked how the team handled such a large 
playerbase. “So many people with so many opinions might 
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sound daunting, but with each opinion came an idea. So 
much of the content in the game was inspired by a forum 
post or an in-game conversation. Football managers often 
refer to the crowd as their ‘twelfth man on the pitch’ — our 
community is no different.” 

RuneScape is still going strong today, but controversy 
struck as recently as 2012 when it was announced that the 
game would be updated to feature microtransactions. It 
might be every gamer’s most despised word — second only 
to ‘season pass DLC’, perhaps — but RuneScape fans felt 
particularly embittered by the news. Microtransactions had 
previously been described by Jagex CEO Mark Gerhard 
as a ‘stealth tax’ - so the news that the MMO would soon 
implement them became a point of contention for the 
outspoken community. “Tt was a new — and additional 
— business model for RuneScape, so we naturally 
had lots of reservations,” says Ogilvie. “However, the 
introduction of microtransactions was a way for us to 
increase our investment in RuneScape's development, 
raise its production values, and explore new technology. 
It certainly wasn't a reaction to the rest of the industry's 
move towards microtransactions, more a way of ensuring 
that RuneScape would continue to grow and evolve as it 
always has. It was a big change for us but actually it didn't 
result in a drop in subscribers. Of course, there were some 
in the community at the time who were reticent about the 
introduction of microtransactions, but over time they've 
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- World Of Warcraft 


EverQuest > RuneScape 


seen that they don't fundamentally change 
the game they ve always loved.” 

From its very inception, RuneScape has 
had a very core ideology running through 
it; to make it accessible to everyone and 
to produce content quickly and efficiently. 
It takes a lot to remain relevant in the MMO 
genre, but RuneScape does even atter all these 
years. More than that, however, Jagex released 
Old School RuneScape in 2013, proving the worth 
of its original creation even with the announcement 
of an enhanced, modern equivalent in RuneScape 3 
(released in June 2013). Combined with RuneScape3 V 
the player count across the franchise each month 
rests in the millions, but alone the original RuneScape 
— now known as a separate entity named Old School 
RuneScape — tallies up thousands upon thousands of 
players, with a daily average of between 10,000-20,000 
simultaneous players. The industry's focus on technology 
often means posterity is rare, but Jagex has proven the worth 
of maintaining older servers. 

Few games - least of all MMOs - can boast an active 
community more than a decade atter its original release, but 
then this is a testament to the value it has kept on to all these 
years. But has the release of Old School RuneScape and its 
success informed Jagex of anything? “It's taught us that while 
as designers we might want to fix everything that appears 
broken in a game,” explains Ogilvie, “people love that game 
and love its quirks and complexities. If anything, they wont 
more like that, not less. Never underestimate the 
power of a comfort blanket.” 
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RuneScape's original graphics were derided, even at the time. 
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The most pertinent questions 
facing MMO developers today 











Mario Rizzo 


Game Director - Acony Games 


Acony Games is a studio focused on creating competitive online experiences that rival the quality of triple-A 
mainstream games. Its first title, Hedone, was an online FPS priced to suit different levels of player and built 





hich business model makes the 
Ww most sense in 2011, free-to-play 
or subscription? 

| would say that in order to succeed in online 

you need to support as many business models 
and payment methods as possible with the 
development of your title. This is why with Hedone 
we developed our monetisation strategy very 
early on in the development cycle so that we could 
support subscriptions and microtransactions. 
What | see customers demanding in the near- 
term is that companies offer choices in how they 
pay for their games, and also support the various 
payment methods in each territory that they trust 
to transact online. 


How important is console support these days? 
For our particular project (aimed primarily at core 
gaming audiences) we felt console was essential 
to our business plan and strategy. | think most 
companies focused on the online market though 
tend to develop or publish on different platforms 
(browsers, tablets, mobile, Facebook, et cetera). 

| would say that the platform holders for the 
consoles have some work to do in order to make 
themselves more attractive to online and casual 
developers. Thus far, they have been extremely 
reluctant to embrace the freemium business 
models prevalent on PC and you can see that 
developers typically don't put their MMO titles on 
console formats. 


E Hedoneis set in 

2020, in a world where 
gunslinging prowess and 
your reputation count for 
everything. It's like a new 
Old West with more voice 
chat flaming. 





with console support in mind. 


Who do you currently consider to be your 
biggest competitor? 

That's always a tough one to answer. | guess 

| would say it is either Dust 514 or Battlefield 
Heroes, or maybe Ghost Recon: Online. My 
answer to this question keeps changing month to 
month as these games announce their plans (for 
instance, Dust 514 will require an initial purchase 
so it's not really free to play, while Ghost Recon 
Online is PC-focused). 

| suppose to a certain 
extent we also have to 
look at what MW3 and 
BF3will do this fall. Our 
goal has been to release 
the first free-to-play 
product developed at 
retail quality, so in some 
respects we look at all of 
the big FPS titles. 


What’s the biggest challenge facing your 
business right now? 

| think for us it’s visibility and funding in the 

core market. Everyone now is focusing a lot of 
attention on casual and social projects, and this 
makes it tough to develop a high-quality core 
game in the same space (as we tend to be a bit 
more expensive to develop from a budgetary 
perspective). Our target audience has very specific 
quality expectations that have been built up for 


We developed our 
monetisation strategy very 
early on in the development 
cycle so that we could 
support subscriptions and 
microtransactions 


years. We need to ensure that we deliver, but also 
structure our games and our release to be more 
of animble service offering with a polished core 
experience as opposed to what folks might expect 
at retail. 


How do you see MMOs evolving in the next 
ten years? 

| am looking forward to more cross-pollination 
between MMOs and the 
other genres outside of 
RPGs. Most of what | see 
now are MMO features 
making their way into 
more traditional boxed 
titles. | also believe that 
technology will allow us 
to finally have true virtual 
worlds (single shards 
with all of the player 
base, much like Eve Online), where developers 
may actually get the chance to build a complete 
virtual world that can host millions of players. 
Right now the CPU and tech limits mean that we 
separate our player bases into realms/shards. | 
am very curious to see how an entire community 
composed of millions of players could Cn 


share a single virtual world. es 





For more information on Hedone and Acony 
see WWW.aconygames.com 
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The most pertinent questions 
facing MMO developers today 








Naoki Yoshida 


Director and producer of Final Fantasy XIV: A Realm Reborn 


Final Fantasy XIV: A Realm Reborn isn't an expansion or patch for the critically 
panned MMO, but a brand new game altogether. Discussing the dramatic redirection, 
Naoki Yoshida assures us that this is the game the fans have been waiting for 





Realm Reborn forgoes the new core team. development team about the global standard of 
A whimsical presentation for a darker On top of this, there are two main points we'd MMORPGs. A lot of people didn't know, so getting 
and more urgent design. Was this a like to clarify: when we decided to take the game in them up to ‘Okay, this is what players expect from 
conscious transformation to the series? the direction of A Realm Reborn, we had to pretty an MMORPG, this is the global standard’. And with 
There is a place for both light fantasy and dark much convince the development team to take A Realm Reborn, we want to get to this level and 
fantasy, and we want to incorporate both of those the current version, continue to make updates to go beyond it. 
into the game. But | do realise, personally, that a lot it for the current PC players and also make this 
of recent Final Fantasy games had a very light and new game. But once this new game is made, FFX] just hit its ten-year anniversary. What is 
whimsical feel — | want to go back into that darkness. everything you're making over the next year or so it that X/ got right that X/V was missing? 
It's sort of like how Lord Of The Rings is - you will be thrown away because it will be completely One of the reasons we believe X/ was so 
go to the land of the elves, which is very high replaced. successful at its launch and 
fantasy and whimsical, then you go fight Sauron To motivate people when Th e W h 0 le team is still successful now, ten 
and it's dark, with lightning, clouds and evil. So youre saying, You're going to years later, is that when they 
having that juxtaposition in there is something that be making something for a basically went and first started developing it and 
were trying to aim for. year then it'll be gone’ was very 0 layed Eve rQu ast decided to develop it, the whole 
difficult. But the team took this development team basically 
What has been the major impact of several in its stride and has worked for a year went and played EverQuest for 
notable changes to the core development really hard for the past year, so a year, and were then thinking, 
team? for that we have to thank the team for their hard ‘We want to do what they do with EverQuest in the 
A lot of the high-profile members of the team work. And if you look at the current version now, Final Fantasy series. There were times when you 
changed and we got a lot of new people from other all the changes we've made since the original, you couldn't contact people in the dev team unless you 
development teams outside to create this new core can see that they aren't changes people without went into EverQuest to talk to them - that's how 
team. The remainder of the development team has motivation make. They've done a lot with the limited much they played. The thing was, because they did 
stayed pretty much the same, so it wasn't like we resources they have. that they had the direction to go in, whereas one 
had to start over from zero and tell everyone what to The second point - one of the most difficult of the problems with the beginning of Final 47> 
do - it was just taking it in a new direction with this things to do - was to basically educate the Fantasy XIV was there wasn't that direction. “= 
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E A Realm Reborn has really gone from strength to strength since its release, finding new life on PS4 as well as continued support on PC. 
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Runescape nds 


Jagex 


s one of the UK’s largest 
development and publishing 


قد 7 


studios, Jagex has been KEY FIGUREHEADS: 
trading almost exclusively off the back a 
of its free-to-play Java browser game jpa chi 
Runescape for the last ten years. A Mark Gerhard 


fantasy MMO pitched at all ages of gamer (CEO) 
from child to adulthood, Runescape has 
generated a total of over 156 million 
registered accounts in its lifespan, 10 
million of which are active users ona 
monthly basis. Rather ahead of its time 
in 2001, RuneScape was a brave move 
on the part of the nascent company in 
terms of offering a free version and 
microtransactions before the likes of 
Blizzard would dare take the risk. 








Void Hunters 


Games Studio 


8Realms 


y 





HISTORY 


IN JANUARY 2001, when Runescape 
launched, it was from a two-man team 
of brothers Andrew and Paul Gower. 

The growth over the next ten years has 
been exponential, Jagex employing now 
employing over 450 people and having 
expanded into casual gaming with hub 
site FunOrb to back up the constantly 
evolving Runescape. 

Next to Runescape, 2010 saw the launch 
of another core title for the company, with 
War Of Legends, an MMORTS that follows 
a similar marketing strategy of free-to- 
play backed up by microtransactions. The 
company has also experimented with 
mobile gaming, 2010's RPG Undercrofta 
particular highlight. 













FUTURE 


WITH STRATEGY MMO 8Realms 
currently receiving critical success in 
closed beta, Jagex looks to be heading 
towards success as it continues to step 
up its original IP output. However, the big 
news for the future is the company’s deal 
with Hasbro to work on Transformers 
Universe. While little is currently known, 
details released at BotCon 2011 state 
gameplay will have a team-based focus 
and customisable players, and will be set 
in the Transformers: Prime universe. It'll be 
built on an advanced version of the Jagex 
engine which, as the game increases in 
complexity almost year on year, T 
shouldn't be a bad thing. = 
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MMA GUILD CHAT 


The most pertinent questions 
facing MMO developers today 








Mark Ogilvie 


uneScape 


After a decade in the sun, RuneScape introduces the most significant update in the free-to-play MMO's history. Discussing the 
Evolution Of Combat patch, lead designer Mark Ogilvie addresses RuneScape's success, free-to-play and the future of the MMO 


ow surprising have you found the 
CD level of interest for Evolution Of 
Combat? 
Its always quite humbling how passionate and 
interested the players are in our game! However, a 
change as significant as Evolution Of Combatwas 
always going to spark a huge amount of debate. 
Werre just pleased we had the opportunity to offer 
it as a beta rather than as an ordinary update to 
the live game. We weren't sure just how interested 
people would be in beta access, but we were 
getting thousands of signups every minute when 
we announced it and [crashed] our servers. 


What’s the secret to securing longevity in an 
increasingly congested and competitive MMO 
genre? 

Find your niche and own it. Don't be afraid to 
innovate to stay competitive, but not at the 
expense of your core community or gameplay. 


What are the mistakes that other free-to-play 
MMOs make? 

There are plenty of classic mistakes made by games 
that have added a freemium mode after creation, 

the biggest being overestimating the average user's 
attention span. If you're an MMO going free, you 
probably need to simplify your early gameplay. If we 


assume a free player has a more casual relationship 
with the product than a subscriber since they have 
invested only time, rather than time and money, don't 
ask them to adopt complex play styles or fathom 
difficult principles. Players of free games tend to do 
so with far less commitment, and are more likely to 
be switching between the game 

and other activities at the same 


How will RuneScape continue to evolve? 
RuneScape is the most updated game in the 
history of computer games. We thrive on 
change and we relish the chance to evolve 
and adapt to anew marketplace. RuneScape 
was, at its birth, a social tool, so the idea of 
modifying the product to 
work with other media 


time. If youre an MMO going types is certainly on the 


RuneScape has faced 
criticism for its high 
numbers of bots. How do you 
go about policing the game? 
We've always taken a very strong stance against 
those who seek to destroy the balance and 
fairness of our game, but it's a tough war to 

fight. In the past, we have taken dramatic steps 

to remove gameplay that offered unbalanced 
trading [...] but, ultimately, changes of that 
magnitude often affect legitimate gameplay. After 
all, you want to allow players to gift items, or to 
use our brutal, adrenaline-pumping, risk-heavy 
PvP system. Back in October we released several 
updates to attack certain types of bots, making 
them impossible to use. We're not afraid of 

taking the fight onto different levels too, and have 
already taken bot-makers to court - and won. 


free, you probably 
need to simplify your 
early gameplay 


short-term list of challenges 
we want to overcome. With 
regards to the next gen, I’m 
not sure that anyone can 
answer that question or, 
indeed, identify what a next-gen MMO is. While 
several of the key features and ideas being 
bandied around right now in ‘next-gen’ games 
are interesting, | don't think they define a new 
generation - just that their implementation of 
traditional MMO ideas is polished. | have some 
ideas, for sure! I’m interested in the mobile 
market and would love to see a way of earning 
XP and developing my character while on the 
move, but I’m not sure that’s next-gen 
either. 


(qi) 


For more information on RuneScape, 
see wWww.runescape.com 





Jagex has assured fans that it will continue to update, iterate and innovate on RuneScape in the coming years to deflect stiff free-to-play competition. 
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Star Wars: 
Empire At War 





= 
PETROGLYPH 


An increasingly rare example 


of a developer not just 

devoted solely to massively 
multiplayer titles, but which is also 
drawing on years of experience in 
other genres to bolster the quality 
of online gaming while continuing to 
work on more traditional projects, 
Petroglyph is a company with fingers 
in several game pies, though most of 
them have some sort of strategy bent. 
Its most recent work has even taken the 
developer down the road of board games, 
crafting some Panzer General tie-ins 
in addition to its 2009 release of Allied 
Assault on Xbox Live. With two bonafide 
MMOs on the way, though, it’s a company 
that could soon very easily be playing with 
the big boys. 





Universe At War: 
Earth Assault 


Petroglyph Games 


L 


















Chuck Kroegel 
(CEO) 

Michael Legg 
(President) 


KEY FIGUREHEADS: 


Rise Of Immortals 


a 


. سس 


——_ 





End Of Nations 


HISTORY 


WHEN ELECTRONIC Arts closed down 
Westwood Pacific in 2003, a group of Its 
members quickly moved on to found 
Petroglyph. This means the team was, 
and still is, possessed of staff who worked 
on the Command & Conquer series, and 
classic RTS Dune ll. 

Since then, with an ensuing raft of 
successful RTS games under its belt, the 
developer has slowly switched to tailoring 
its strategy experiences to the burgeoning 
field of MMO. The team’s previously 
upcoming MMO Mytheon, though, shifted 
development to publisher UTV True’s 
Beijing-based internal studio, after a messy 
lawsuit. It's a setback that should be easily 
offset by its other two upcoming IPs. 








FUTURE 


WITH MASSIVELY MULTIPLAYER RTS 
End of Nations bringing a gritty, military 
setup to proceedings later this year, and 
swords-and-sorcery DOTA-alike Rise Of 
Immortals similarly in open beta right now 
- providing a more traditionally fantasy- 
based platform and, with it, a Multiplayer 
Online Battle Arena-based flavour of 
MMO - Petroglyph looks to be ambitiously 
attempting to cover anumber of angles 
in quick succession as it lays claim to 
its share of the massively multiplayer 
field. Drawing on its successful roots in 
other genres, it's an encouraging sign 
of a developer that could go some way 
to breaking the mold in an area of Ce 
gaming fast filling up with clichés. =) 
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MMA GUILD CHAT 


The most pertinent questions 
facing MMO developers today 














Victor Kislyi 
CEO - Wargaming.net 





Founded in 1998, Wargaming.net moved from real-time strategy games to recently launching World Of Tanks in 2011, its first MMO, 
and one that has reached unprecedented success with over 3 million global users, and still growing. With World Of Warplanes and 
World Of Battleships to follow, Kislyi and his crew are seemingly hell-bent on conquering the land, seas and skies of the virtual world 





hich model makes most sense in 
Ww 2011, free to play or subscription? 

| would say both. We are proud of our 
monetisation — in fact, that's what make the game 
so popular. Not in terms of squeezing out money, 
but in being accessible for free. Those three 
million who play, the majority of them never pay, 
and that's the beauty of it. Seventy five percent of 
three million is good proof it can be enjoyable for 
free. There are no locked rooms or locked nation 
modes or locked tanks. All the technical tree is 
available for anyone, for free, yet it does take time. 


How important is console support these days? 
Frankly speaking, we don't need that. | started 
going to E3s and GDCs about six years ago, 

and most of those lectures were ‘PC's dead, 
PlayStation 3 is coming, and “Wii is coming, so... 
where is this Wii now? If you look at it seriously, 
not being so blinded, World Of Tanks has three 
million people. Not many people have three 
million playing, and we've just begun. We'll 

end up with six or seven million. It would be 

nice to expand our user base onto Xbox 360 or 
PlayStation 3 and add a couple of extra million 
users in that way, but we wouldn't want to lose 
focus from the PC platform. 


Who is your biggest competitor? 
Any quality simulator, like aeroplanes, or specific 
tank ones like Blitz: 1947 and Ace, which actually 


As brilliant as World of 
Tanks is, what about Tank 
of Worlds? It could be all 
about collecting millions 
of tiny planets in a big jar. 
Sign us up. 


are free-to-play MMOs from Korea. In some 
senses they're similar to World Of Tanks, but they 
have crappy graphics and low production values. 
With traditional boxed competition, we have 
Modern Warfare and Model Of Honor. Any Call 

Of Duty title or Battlefield title - weapons, men, 
fighting with small arms or helicopters — is our 
direct competition, really. But also, we've recruited 
50 many players from outside the usual gaming 
sphere that, in a way, 
we've created many of 
our own users anyway, 
rather than competing for 
them with others. 


What’s the biggest 
challenge facing your 
business right now? 

It's hard to make in-roads 
into further-away countries, such as Korea or 
China, when the visual appeal of their games is 

all girls with big eyes or boys with spiky hair and 
swords. We need to keep working on PR and 
community campaigns to try and reach these 
new audiences. 

On top of that, keeping on top of fan feedback 
and fixing or changing features as quickly as we 
can is a full-time preoccupation for most of our 
technical teams. Doing publishing yourself is hard, 
because you have no financial backup if things 
go wrong. 


Its hard to make in-roads into 
Korea or China... we need 

to keep working on PR and 
community campaigns to try 
and reach these audiences 


How do you see MMOs evolving in the next 
ten years? 
We probably won't even use the term MMO. It'll 
of course be free. Nobody will be paying any 
subscriptions. From a technology standpoint, | 
could imagine one unified platform, maybe Xbox 
and PlayStation will finally merge from being a 
physical artifact you go and buy to something 
streaming, more like OnLive. Broadband will be so 
fast, that'll work fine. 
Media, gaming, social 
networking will all come 
into one ecosystem of 
entertainment. Right 
now, look at the likes of 
Steam or Xbox Live - 
playing the game, while 
being social. That will be 
important. Computers 
will be desktop, laptop and tablet at the same 
time, and will give you access to visual and audio, 
and even touching experience. There will be no 
heavy server farms. The experience could even be 
streamed straight to your brain. 
Finally, we won't so much label things as ‘MMO 
games or ‘console games’ by then... we will be far 
more philosophical. 





For more information on Wargaming.net 
and World Of Tanks in particular, see 
www.wargaming.net 
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Frogster Interactive Pictures 


ndoubtedly one of the most 

ambitious publishers currently 

working out of Europe today, 
the Berlin-based Frogster’s ascension 
to stratospheric success has no doubt 
been down to its varied catalogue 
of MMOs, each employing engaging 
twists on the genre. Pioneers of the 
increasingly prevailing microstransaction 
payment structure and gaining over six 
million registered worldwide players 
across its three core titles since opening 
its doors in 2005, its expansion has seen 
offices opening across the US and Asia, 
further cementing their dominance and 
unparalleled genre diversity. It won't be long 
before Frogster becomes a familiar to MMO 
fans everywhere. 





1 HISTORY 


EES FROGSTER’S OUTPUT has been 
Gerlihiger unconditionally diverse, mastering the 
Scifi ionii sub-segment of the free-to-play MMO with 


(COO) a catalogue of rich worlds, each with their 
own unique focus. Whether the exploration 
of Bounty Bay Online, the hack-‘n’-slash of 
Mythos or the more traditional RPG elements 
found in Runes Of Magic, there's something 
new to be found in each. One of the more 
strategic recent moves by Frogster has been 
to transform Runes Of Magic into a browser- 
based MMO, along with enabling players to 
jump through its gates via Facebook without 
compromising the game's functionality. It 
remains a pioneering move for a publisher 
tapped into the zeitgeist. 














FUTURE 


WITH A handful of new sword-and- 
sorcery IPs set for release within the next 
year, with WOW-alike Eligium and browser- 
based webgame Throne Of Fire along with 
anew chapter of Runes Of Magic, Frogster’s 
ever-expanding catalogue continues the 
company’s inexorable meteoric rise. The 
most ambitious title on the upcoming slate 
marks its first dip into the triple-A realm, 
using the Unreal Engine 3 to create its 
most visually sumptuous and RPG-focused 
title to date, Tera. However, by using a 
subscription model, time will tell whether 
its success can be maintained o>» 


_— 
— | 


outside of the free-to-play arena. = 
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MMA GUILD CHAT 


The most pertinent questions 
facing MMO developers today 











Russell Shanks 


CEO - Sony Online Entertainment 


Founded in 1995, Sony Online Entertainment is one of the true innovators in the MMO genre, having found early success with 
the seminal EverQuest. Later games like Star Wars Galaxies demonstrated the challenges of working in the genre, but pulled 
in a dedicated audience nonetheless. With DC Universe Online now free to play and hotly anticipated titles like PlanetSide 2 and 

EverQuest Next in the works, SOE continues to be one of the most relevant forces working in the genre 


hich business model makes the 
Ww most sense in 2011, free-to-play 
or subscription? 

At SOE, we view free-to-play as a big part of our 
future. We really like the flexibility it gives players 
and we're learning a great deal with our current 
free-to-play games. Giving players choices is 

the theme of how we're moving forward as a 
company. We started with subscription gaming 
back in 1997, and think there will continue to be 
successful subscription online games, but believe 
that it will eventually become the minority. 


important and are excited with the future of 
console gaming. 


in the market? The growing variety of devices/ 
platforms that deliver entertainment? Actually, 
the biggest challenge has remained constant 
throughout the years: transforming good ideas 
into amazing-quality games. It's a daunting but 
exciting challenge. 





Who do you currently consider to be your 
biggest competitor? 
That’s an interesting question because we don't 
usually view our peers as competitors. Ours 
is abusiness of creating entertainment so we 
tend to view other products as different ideas 
and approaches. We focus instead on what the 
players want us to put into our worlds and where 
we can move the creative 
needle going forward. 
We're gamers at heart and 
tend to play everything... 
and there are many more 
choices out there than ever 
before. This is one of the 
reasons for our thinking on 
free-to-play. There's 
no way that players 
can pay for everything. Giving them the choice 
of what to pay for, rather than an all-or-nothing 
model, seems the best way to go. 


How do you see MMOs evolving in the next 
ten years? 

The worlds of MMOs are going to become deeper 
and more dynamic, less limited to particular 
styles of gameplay. They 
will be more accessible 
and welcoming with 

low barriers to entry. 
Players will be able to 
participate in their MMOs 
through many devices, 
and will be much more 
empowered to use their 
creativity to change them. 
Gameplay will become more varied and players 
will have more choices of how they want to play. 
The free-to-play model will be the best way to 
support player choice and will become the <> 


predominant business model. €y 


There's no way players can 
pay for everything. Giving them 
the choice of what to pay for, 
rather than an all-or-nothing 
model, seems the way to go 


How important is console support for success 

in the MMO market? 

We currently have two MMOs on the PS3, 

including DC Universe Online and Free Realms, 

one MMO on the PS2 (EverQuest Online 

Adventures), and currently offer around 40 

products on the PSN Store. 

We definitely see 
the console 

market as 













What’s the biggest challenge facing your 
business right now? 
















Hmm. The ever-escalating cost of creating 
games at the production value we've all come 
to expect? The large quantity of game choices 








DCUO 
now offers 
three levels of 
access, varying 
from free to 
full-premium. 


DC Universe Online is available to download on 
PC and PlayStation 3, and now offers three tiers 
of subscription, including free-to-play. 
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hile not strictly speaking an 

MMO developer in and of 

itself, Riot Games’ payroll is 
awash with the alumni of the biggest 
names in the business. Previous credits 
for staffers include World Of Warcraft, 
Guild Wars, Star Trek Online, Dark Age Of 
Camelot and Warhammer Online. Evidence 
of this collective experience is clear to see 
in League Of Legends too, the competitive 
online strategy title bringing in elements of 
persistent progress and playing to many of 
the same strengths as the best PvP modes 
out there. And as this post-DOTA fusion of 
gameplay styles grows more and more into 
its own genre by the week, it's good to see 
such traditional MMO sensibilities break out 
onto a more accessible stage. 





a. 1 


a | Riot Games 


0 HISTORY 















KEY FIGUREHEADS: PLENTY OF developers are trying to 
a Beck get in on the DOTA action, but how many 
Marc Merrill of them can boast members of the original 
(President) team that worked on the Defense Of The 
Tom Cadwell Ancients mod for Warcraft IlI? Not all 


(Design Director) that many, we'd wager. Formed in 2006, 


the studio focuses on what it refers to as 
“Gamer's Games’... So much so, in fact, that 
it has only made one so far. While League Of 
Legends might be Riot'’s only title, this has 
allowed the team to really get it right and 

to grow the community, which is currently 
blossoming. While similar games hit shop 
shelves with increasing regularity, League 
Of Legends’ free-to-play nature and sheer 
variety have ensured that a loyal and active 
community has sprung up around the game. 





FUTURE 


EARLIER THIS year, Chinese firm 
Tencent Holdings bought a majority stake 
in Riot Games, though the new parent 
company won't be shaking things up too 
radically - the Californian developer has 
proven that its current operating strategy 
works and works well. That’s not to say 
things won't be changing, though. League 
Of Legends’ recently-rolled-out Dominion 
mode shows that even after two years, the 
game is getting major support and even 
a cursory glance over Riot's website - 
where the recruitment page features over 
a hundred vacancies at the time of going 
to press — should be enough to see that 
this is acompany growing at a quite 22 
astonishing rate... = 
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Aliens Online 


MYTHIC 


Seer St se AN. A eo ee 





hen it comes to online 

gaming, few studios have 

the experience of BioWare 
Mythic. Existing through multiple 
incarnations - Interworld Productions, 
Mythic Entertainment, EA Mythic, then 
BioWare Mythic - since 1995, the US 
studio has been operating in the online 
space practically from the moment the 
internet went mainstream, and has 
consistently been at the forefront of 
massively multiplayer gaming since. 
Acquired by EA in 2006 and now under 
the creative guidance of BioWare, Mythic 
is only set to get bigger as it combines its 
extensive experience with the creative 
innovation and global marketing prowess 
of its respective parents. Expect big things 
from this veteran studio in the future. 


Dark Age Of Camelot 


Bioware 








Ultima Online: 
Stygian Abyss 


Mythic 


HISTORY 


Warhammer Online: 
Age Of Reckoning 















KEY FIGUREHEADS: ORIGINATING IN Fairfax, Virginia, 

Dr Ray Muzyka BioWare Mythic was formed when two 
(Group General aed 
Manager) early MMO pioneers, Adventures Unlimited 
Dr Greg Zeschuk Software and Interesting Systems decided to 


(CCO) combine their powers and form a single super- 
Rob Denton (Group studio. Back then, however, the studio was 
General Manager) called Interworld Productions and specialised 
in text-based Multi User Dungeons. Changing 
its name to Mythic Entertainment in 1997, the 
studio found new success with licensed MMOs 
like Aliens and Godzilla before eventually 
breaking through with Dark Age Of Camelot. 
This attracted the attention of EA, which 
acquired Mythic in 2006, briefly renaming it 

EA Mythic before merging the developer with 
RPG specialist BioWare so that the two could 
benefit from each other's experience. 














FUTURE 


BIOWARE MYTHIC’S time is currently 
spent divided between maintenance of 
three popular MMOs: Dark Age Of Camelot, 
Warhammer Online: Age Of Reckoning 
and Ultima Online. In addition, the studio is 
also working on the player-versus-player 
arena combat game Warhammer Online: 
Wrath Of Heroes. Strangely, Mythic is one 
of the few BioWare satellite studios not 
contributing to Star Wars: The Old Republic, 
which is all the more strange, given the 
developer's expertise and experience. But 
we wouldn't be surprised to see Mythic 
work on expansions for that game, or be 
drafted in to collaborate on other a 
BioWare projects, in the future. 


J 
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DOFUS Arena 





developer as dedicated to 
expanding its phenomenally 
successful franchises as 
it is to producing new IPs for new 
platforms, French developer Ankama 
has managed to carve a niche of its 
own with sharp, colourful and manga- 
infused MMO titles that have captured 
universal attention. Launched in 2005, 
Flash-based DOFUS has managed 
to ensnare over 40 million players 
worldwide and has proven Ankama’s 
Savvy grasp of marketing, extending 
the universe through other games, 
publishing and a cartoon television 
series. Its most recent addition to the 
canon is an iPhone/iPod game that has 
recently gone into development. 








E Ankama 
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KEY FIGUREHEADS: 
Camille Chafer 
(Co-founder) 
Anthony Roux 
(Co-founder) 
Emmanuel Darras 
(Co-founder) 








HISTORY 


HAVING RELEASED a slew of 
MMO titles since the launch of DOFUS, 
only Wakfu has managed the capture 
gamers’ imaginations in a similar way. 
Its a vibrant, cheerful online world that 
shares its lineage with DOFUS, where 


the power is placed in the players’ hands, 


and everything is directly controlled by 
the player, including the production of 
money, the electing of in-game officials 
and protecting the environment. Aside 
from this, Ankama launched /slands Of 
Wakfu, its first Xbox Live Arcade title, 
which enables players to unlock content 
in its online game through the innovative 
action-adventure title. 











FUTURE 


RECENTLY STRIKING a deal with 
Square Enix to distribute Wakfu through 
the US, Ankama is also stepping outside 
the cutesy realm of fantasy action. Sports 
game Gobbowl is a searing mix of rugby 
and American football made popular inside 
the Wakfu universe, adapted into a skilfully 
balanced turn-based strategy game 
and due sometime next year. While still 
maintaining the distinctive visuals and rich 
lore established through these incredibly 
popular franchises, the company’s 
diversions into new genres continue 
to keep the universe at the forefront of f» 


oe | 


gamers’ imaginations. 5 
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EVE Online Dust 514 World Of Darkness 


ex. CCP Games 


eath is a serious matter!” The HISTORY 


year was 1996 - seven years 





before the groundbreaking KEY FIGUREHEADS: ALONG WITH the continued 

EVE Online would go live - and CCP aL expansion of EVE Online over the ensuing 
Games had penned the first line of the (Chairman) years since launch - the game ensnaring 
EVE script. CCP Games’ humble origins Hilmar Veigar close to 400,000 subscribers worldwide 
detail a determined band of talented Pétursson (Global - CCP Games turned its attention to a 
individuals destined to innovate the CEO & Iceland CEO) second MMO based on the popular series 
industry with their first title. Soending the Mike Tinney (North of World Of Darkness offline role-playing 

os Be as 07 . America President) _ 
majority of the late Nineties building capital games. After committing much of the 
for the studio built solely to create an Studio to the design of another expansive 
MMORPG (primarily with an Icelandic board MMO, numerous delays stalled the 
game and contributing financially to kids’ release and recently CCP has scaled back FUTURE 
TV show Lazy Town), EVE Online's servers DA \N development. After continued feedback 


UPCOMING SONY-BASED MMOFPS 


switched on in 2003 to rapturous acclaim. from the community, EVE Online has Dust 514 is CCP Games’ most ambitious 


Now universally revered for pioneering > حم‎ undergone several radical changes over 
-h 


(e title to date. Not only will it tackle the 
many gameplay attributes found in MMOs, the last few years, but none bigger than moribund console MMO market but the 
CCP Games continues to evolve a sci-fi = | the arrival of CCP Games’ second full players’ actions in the game will also 
universe conceived some 15 years ago. title, due in 2012. directly relate to the online universe of 

oN 3 . EVE Online. A PlayStation 3 exclusive 


with content stretching across onto the 
PS Vita, it's the extension to the EVE 
universe that players have been craving 
for years. It’s a testament to that same 
dogged determination to create immersive 
universes that CCP first displayed 15 years 
ago. With Dust 514 and World Of Darkness 
on the way, it looks like little stands in 

CCP Games’ way. ~) 
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Star Wars: The Old Republic 
Launch Special 





Mike Harnisch 


Senior Environment Artist - BioWare 


The custodian of key planets Hoth and a pre-Death-Star-lasered Alderaan tells games™ all about 
his team’s creative vision for the galaxy’s biggest new MMO, Star Wars: The Old Republic 





ike Harnisch has just informed an 
M assembled crowd of press that, while 

gamers have been bugging BioWare 
for a third Knights Of The Old Republic game for 
years, The Old Republic MMO is a body of work 
that could represent episodes 3, 4, 5, 6, 7 and 8 in 
terms of volume of content. 

As an experience, it’s immediately more 
reminiscent of those games than, say, World 
Of Warcraft. Fully voice-acted and stuffed with 
conversation and morality options, it takes an 
angle that hopes, says Harnisch, to challenge the 
MMO space as a whole. 

“| think it's the story,” he says. “Sometimes 
it's the same type of quests, but it really sets it in 
this way that connects you emotionally. Emotional 
connection in videogames or films or music, or 
whatever, it is that you partake of. The reason why 
you do it, is to connect with it emotionally, and | feel 
by introducing story, and introducing the full voice, 
which was so, So ambitious for us to do in the first 
pack - | think it’s really going to surprise fans of 
MMOs, BioWare and Star Wars.” 
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Creating the look of the game, in particular 
snowy tundra Hoth - location of The Empire 
Strikes Back’s iconic AT-AT battle - and the 
largely unseen home of Princess Leia, Alderaan, 
has been Harnisch’s main concern, with the latter 
proving a particularly interesting design task due 
to a combination of its 
importance to Star Wars 
canon, yet relatively low 


People that are looking 
through Wookieepedia are 


the context, we did know it was a very lush tree 
planet. But | did have a lot of creativity | could do 
there, which is nice. We had the concept guys 
come in and say, ‘This is what we want things 
to be.’ As far as canon goes, Alderaan has Killik 
mounds, these bug-like creatures that build 
these mounds like 
beehives that are stuck 
in the ground, and | 


screen time. thought we'd invented 
“| saw four going to see we tried to this, but these were 
[Alderaan] screenshots actually cut from the 
from the prequels,” says Stay as close as possible to original film. There is 
Harnisch. “Maybe Episode Lucas's Vision an original painting 


2, definitely Episode 
3, which we took into 
context. Those shots, | believe, are in twilight, so 
it's a very pink sky. We weren't going to go with 
that because that’s our Tython look [a planet 
from BioWare's KOTOR series], So we weren't 
going to go with that very sweet, pastel look. So 
instead, we wanted to go very specifically more 
Pacific Northwest, like the Alps. Taking a look at 


E Set-piece battle sequences crop up in each class's personal 
adventure with frequency, adding a palpable sense of drama. 


from the Seventies of 
these mounds, and 
our concept guy Clint Young actually used that 
as abase. So people that are looking through 
Wookieepedia and are very particular about these 
kind of things are going to see we tried to stay as 
close as possible to Lucas's vision.’ 
Meanwhile, though bringing The Old 
Republic to life necessitated working closely with 





™ The dialogue choices, coupled with full voice acting, make The 
Old Republic one of the most engrossing MMO experiences yet. 





™ Each class choice will begin the game in completely different 
situations and areas of the world. BioWare hopes for replayability. 





George Lucas’ companies to preserve the brand, 
Harnisch reveals that the often stringent LucasFilm 
was surprisingly hands-off with BioWare. 

“Other than some screenshots and things 
that Lucas would have approval on, | didn't see a 
lot of to-and-fro between BioWare and them,” says 
Harnisch. “We didn’t really have a mandate from 
an artistic side [aside from] ‘Hey, this is a Star Wars 
game - we want to make this feel like Star Wars.” 

As such, Harnisch felt a great freedom to 
place his - and BioWare's - stamp on the game 
while delighting in paying homage to the series in 
what he calls “a love letter to Star Wars from Star 
Wars fans”. 

“We worked hard from an environment side 
to really put those subtle little things that Star Wars 
does with its metal panels, its flourishes, that we 


0 
ow 


— 
























interspersed into the game,” says Harnisch, “Such 
as the pill-shaped lighting that you see on the Death 
Star. We have that in our game throughout our Sith 
areas, the Sith Academy and things.’ 

BioWare's sterling history with Star Wars 
in its Knights Of The Old Republic, of course, has 
also allowed Harnisch and co. to pay homage to 
Bioware’s own work, too. “It’s great that we can draw 
from the KOTOR universe,” he says, “and | think for 
people that played KOTOR, there's going to be some 
really special moments. HK-47, of course, is in it, and 
| actually got to put a moment on one of my planets 
with HK, which is pretty cool. And also, Planet Taris 
is there, and what's neat is that when you play 
KOTOR you see Taris in all of its glory, but in our 
game it's a destroyed, ruined city. People that <>, 
played KOTOR will love those moments.’ 
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Asheron's Call 
Fallen Kings 


GJ Turbine 


orking at the forefront of 

MMO gaming for over ten 

years, Turbine is responsible 
for turning some of popular culture’s 
best-loved intellectual properties into 
the online arena, as well as coding 
some of the first genre-shaping titles in 
massively multiplayer history. 

From introducing the 500-mile-square, 
completely seamless world of Asheron's 
Callto offering eager audiences the long- 
sought-after chance to explore Middle 
Earth in bands of adventurers, Turbine has 
remained a solid, dependable presence on 
the MMO landscape, creating ideas that are 
both attractive in basic ideology and have 
potential for expansion and improvement in 
subsequent years. 
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KEY FIGUREHEADS: FOUNDED IN 1994, Turbine worked 
eo diligently on MMO Asheron's Call until 
Jeremy Gaffney its 1999 release, when the fantasy RPG 


butted heads with Richard Garriott’s 
Ultima Online and Sony's EverQuest. 
Though it remained the third-place player 
choice of its time, quickly replaced by 
more advanced MMOs in the following few 
years, Asheron's Call- like its two rivals 
— is still running to this day, which is more 
than can be said for its direct sequel. 

As successful MMO projects based on 

the lofty licences of Dungeons & Dragons 
and The Lord Of The Rings followed, the 
developer's future was secured. 


(Founder) 





THE THIRD The Lord Of The Rings 
Online expansion pack, Rise Of Isengarda, 
launched in September last year, while 
the upcoming film release of Peter 
Jackson-directed The Hobbit is sure to 
fan the flames of popularity throughout 
2012. Additionally, as Rise Of Isengard 
brought the game's timeline forward to 
the Two Towers era of the books and films, 
there's still plenty of room for Turbine to 
manouevre within the Tolkien universe. 

At the same time the developer, now 
owned by Warner Bros., is still running 
Asheron's Calland Dungeons & Dragons, 
with free-to-play models in place for £7 
all three MMO titles. 
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Legend: Legacy Of 


The Dragons 





rom a free email provider 

to purveyor of MMO 

experiences, Mail.ru has 
branched out into many areas of 
internet-based business in the last ten 
years. With its growing portfolio covering 
multiple genres of browser-based MMO, 
the Russian company is emerging as a 
notable power in the free-to-play industry. 
From the hardcore, combat-based stylings 
of fantasy slasher Juggernaut to the more 
sedate, agricultural Farm Kingdom, Mail.ru 
is taking no prisoners in its ongoing 
attempt to place a finger in every MMO pie. 
Developing an impressive 34 brand new 
browser-based MMOs in 2010 alone, this is 
a company with ability and ambition. 


Last Dynasty 


Mailru 


L 


KEY FIGUREHEADS: 
Ilya Mamontov 
(MD) 

Roman Golovatche 
(Deputy CEO, C00) 






















Farm Kingdom 


Games 


HISTORY 

AS THE LARGEST free email service 
in Russia, Mail.ru was originally an 
offshoot of internet provider Port.ru. 
Founded in 1998, by 2000 it had become 
the most successful company of its 
type in the country, and began seeking 
larger investors to help it widen its aims 
beyond simply providing email. By 2010, 
it was floating on the stock market, 
and began to reach out into blogging, 
search engines, image hosting, instant 
messaging and, of course, games. 
MMOs have since become an area of 
specific focus for the company, with 
several new titles launching in 2011, and 
more planned for 2012. 











FUTURE 


RIOTZONE AND FARM Kingdom 
look set to to be Mail.ru’s primary focus 
for 2012. The former's action-strategy 
combination gives it a feeling of Command 
& Conquer, though with more of an 
emphasis on flexible PvP and cooperative 
gameplay, while Farm Kingdom clearly 
vies for Zynga’s FarmVille crown, it 
promises to do so with a more engaging 
user interface, and with the first PvP 
features ever seen in a farming MMO. 
With RiotZone just launched and Farm 
Kingdom still in beta, Mail.ru is hoping to 
step up the quality and addictive nature 
of its output this year, with two titles 
clearly geared towards large scale م‎ 
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The most pertinent questions 
facing MMO developers today 
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Nick Witcher 


Marketing Director - RedBedlam 


Though not one of the names you'd most readily associate with massively multiplayer development, RedBedlam is one of the most 
prolific MMO specialists in the UK, having honed its craft in the field since 2001. The company has mostly specialised in low-key 
browser games and mobile apps but is now attracting more attention due to the interesting-looking The Missing Ink 














hich business model makes the Who do you currently consider to be your How do you see MMOs evolving in the next 
Ww most sense in 2012, free-to-play biggest competitor? ten years? 
or subscription? Kinda Minecraft, kinda LittleBigPlanet, kinda We think they'll evolve rapidly in the coming 
I'm not sure if it's either/or, and | can see the Second Life and kinda every other MMO years and multi-platform, cross-platform MMOs 
advantages and disadvantages of both models. and virtual world out there, but really we believe will become the norm. So you can undertake 
However, we do think that true virtual economies we're genuinely original certain in-game tasks on 
make the most sense these days, and typically and therefore unique, Finding partners and your smartphone on the 
those are to be found in free-to-play games, and and our players seem dd - k way to work, check in on 
we think this is supported by games like Lord Of to agree. 3 reSSIng new markets the browser version at 
The Rings Online switching from subscriptions to isa huge challenge, lunchtime, and do your 
free-to-play. What’s the biggest —— hardcore gaming back at 
challenge facing your especially for 3 small indie home on your PC, Mac or 
How important is console support these days? business right now? tablet. We also think the 
Thankfully, we'd say not as important as the Addressing markets on developer like RedBedlam TV is the next big gaming 
console manufacturers would have you believe. a global scale. The game platform, and in ten years 
We're much more affected by the emergence has changed and territories that are important time we'd like to think you'll have been playing 
of the new mobile platforms for MMOs, and now were almost non-existent five years MMOs in your living room on a tasty bit of >, 
especially casual MMOs like our soon-to-launch ago; Brazil, Turkey, Russia et cetera... Finding screen real estate for a few years. cS) 
title - The Missing Ink. The casual audience partners and addressing these markets is a huge 
is much more attractive to us than the typical challenge, especially for a small indie developer For more information on The Missing Ink and 
console gamer demographic. like RedBedlam. RedBedlam see www.redbedlam.com 


Until Nintendo sees sense and 
makes Paper Zelda, The Missing 
Inkis going to have to do. The art 
style really does elevate it above 

99 per cent of other F2P MMOs. 





The Missing Ink combines a unique art style with a simple but versatile user- 
generated content system. Look for it on PC, Mac and tablets later in the year. 
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Lead designer/general manager - Mechanist Games 


Independent developer Mechanist Games is working on browser-based, Unity-powered 
MMO City Of Steam, which is about to enter the alpha testing phase. 
The Steampunk-inspired title marks the debut release for the team 





hich business model makes most 
Ww sense for MMOs in 2012 - free-to- 
play or subscription? 
Free-to-play makes the most sense for us. 
We're new to the scene, just making a name for 
ourselves, and want to get as many people to try 
City Of Steam as we can. We have a game that 
is an unimaginably small download for what it is 
and plays right in the browser with the minimal 
requirement of having the Unity webplayer 
installed. If we went with full-on subscriptions 
we'd be adding that barrier of entry, and this 
could defeat the purpose of having such an 
accessible game. 

| do think that subscription-based business 
models still have a place in 2012, but the free- 
to-play scene Is a vast one and is allowing less- 
known developers a chance to make it big. 


How important is console support for MMO 
success these days? 

At the moment | think everyone is waiting to see 
what the next generation of consoles will look 
like and how they will perform. There are fears 
that it won't be as large a jump as it has been in 
the past, so perhaps support isn't on everyone's 
cards these days. Making a game that is 
multi-platform is still in the best interest for 
developers, though. The ability to publish Unity 
3D on a wide variety of platforms with much 


© City Of Steam is an 
ambitious browser-based 
MMO, which looks slicker 
than most thanks to the 
versatile Unity Engine. 
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The most pertinent questions 
facing MMO developers today 








David Lindsay 


less development time does provide us with the 


chance to consider console support in the future, 


but for the moment we have no plans. 


Who do you currently consider to be your 
biggest competitor? 

This comes as a hard question for us, because 
City Of Steam packs a big punch for a browser- 
based game. The features it will include at 
launch and its graphics 
will set it far apart from 
most on the market. We 
are trying to redefine 
web-gaming, and prove 
that browser-based 
games can deliver a 
similar user experience 
as some huge-install 
client-based games. 

So do we look to just the web browser, or 

also client-based games? If you compare City 
Of Steam to Runescape and Drakensang, 

we distinguish ourselves in graphics, sound, 
gameplay and fiction. The only thing holding us 
back is our youth, and the small but growing 
size of our community. Luckily our loyal and 
awesome fanbase gives us a great foundation. 


What’s the biggest challenge facing your 
business right now? 


The only thing holding us back 
is our youth, and the small but 
growing size of our community. 
Our awesome fanbase gives US 
a great foundation 





Our biggest challenge has to be getting City Of 

Steam off the ground, out there and giving it 

the exposure It deserves. Mechanist Games? 

I'm sure no-one has heard of us, but we want to 

make aname for ourselves and demonstrate 

our perspective on the MMO scene. We are new 

and we will openly admit that, so we love to 

get input from our fan-base to improve City Of 

Steam so that, in the end, we launch a game that 
is well received. 


How do you see MMOs 
evolving throughout the 
next ten years? 

| think we're all getting 
tired of the typical fantasy 
MMO titles available, 

50 there will definitely 

be a transition to other 
less explored genres to excite and reinvent the 
scene. We'll also probably see an increase in 
interactivity from different devices providing 
increased support for the core MMO game. 
That is to Say, more companion apps for the 
iPhone/Android, as well as other portable 
devices that will expand the medium and => 


scale of the game. =) 





For more information on City Of Steam and 
Mechanist Games, see www.mechanist.com 
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The most pertinent questions 
facing MMO developers today 





Atli Mår Sveinsson, 


Creative director, CCP Games 


Announced at E3 2011, CCP Games is still hard at work on PlayStation 3 exclusive EVE Online 
spin-off Dust 514. Creative director Atli Már Sveinsson discusses with games™ the effect the 
first-person shooter MMO will have on EVE’s community 


ow do you think the EVE community traditional console FPSs, or maybe only want that are playing both games and power-playing on that 
H feels about other people playing experience but like the EVE world and the style of level, but that's not our goal. Our goal is to create a 
‘their’ game? the game, the weapons and so on - we will have solid MMO first-person shooter experience and, of 
We've interacted with the community and we meet that for them, absolutely. course, further EVE. 
them at the CSM [Council Of Stellar Management] But it's our hope - our belief - that because of 
regularly, and the reception has been cautious on the peripheral concerns, the more meta-gaming Is there anything from EVE Online that has made 
their behalf, especially in the beginning... But since players, the corporations, the EVE Link and all that the development of Dust 514 more difficult? 
the last Fanfest when we opened up all of our sort of stuff, that they will be drawn in. Maybe they No. We're all long-term EVE players ourselves, we've 
plans and started working actively with the CSM don't know yet that they're MMO 0 l worked on EVE and come up 
community on messaging this properly, things have players — but they'll figure out 0 ur goal Is to create with most of those features. | 
been extremely positive. | mean, there's always really soon ‘I’m an MMO player a مع‎ | id M M 0 fi rst- can't think of any mechanic... 
someone — a naysayer — but | think the majority of because | saw this stuff happen what weve needed to fix, 
them are happy about this. They've already started in the periphery and | want to be person sS hooter we've already fixed - that’s the 
recruiting Dust players; Dust players have started a part of it, or they will simply prerogative of an MMO - but, 
recruiting EVE players - it's started. confirm they are not MMO Cx p erence an 0 1 of no. EVEis not perfect, were 
players and they just want to course, fu rt h er EV 5 ý constantly fixing and expanding it 
Dust is quite complex as modern FPS games play the game. with the help of the community, 
go - do you think this might alienate some but | can't think of any particular mechanic. | guess, on 
gamers? Do you have an expectation of how many a low level, there's things that have slowed us down a 
We're actively [working] on things to make them players will pick up EVE through Dust, or how little bit that we've had to fix — and the same on the Dust 
more accessible — new player experiences, tutorials, many EVE players will move in the opposite side, we've had to take a couple of different versions 
stuff like that - we've already made lots of changes direction? because EVE decided to go in a different way - but 
from the beta, making it more accessible. | think that We expect some overlap between communities that's technical stuff: it doesn't really matter. What 
it is important to note that we have matchmaking, and we already see some - we have EVE players matters is the experience, and from an experience 
we have fair and balanced matches, we have on Dustand Dust players on EVE- but that's not standpoint were really happy with EVE and Tr 
an experience for people that are used to more really the important bit. It's awesome that people how the games are melding. =) 








™ EVEplayers are able to assist Dust 514 combatants from space, blasting enemies with powerful attacks from the stars. 
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Lead systems designer, Blizzard Entertainment 


Blizzard has just launched the massively ambitious 5.2 patch for World Of Warcraft, 
introducing a new raid, a new zone to explore, new loot to roll on and then some. We talk 


t’s been about six months since Mists 
l Of Pandaria launched; how do you feel 

players have responded to the world 
now they’ve had some time to spend in it? 
We feel like the reaction has been great overall. 
Pandaria has a really strong sense of place that | 
think was lacking a little bit in Cataclysm. Cataclysm 
was really spread out along loads of different zones. 
Pandariahas a feel and a spirit - and a look that's 
really strong — that seems to resonate with players. 


What was the thought behind the inclusion of 
the Thunderforged items? Are they a response 
to the decline in 25-player raiding? 

“We wanted [raiding] to feel exciting to players even, 
say, three months from now, when they have the 
first two bosses on farm and they can't get the last 
bosses. Traditionally, nobody wants the loot on the 
first couple 

of bosses, everything gets sharded. So we thought, 
‘What if there's a small chance of having an even 
better version of the item pop out, so people would 
still be excited in seeing the loot that came out from 
Jin'rokh even months from now?’ That was the 
original idea behind Thunderforge.” 





The most pertinent questions 
facing MMO developers today 








Greg Street 


to Greg Ghostcrawler’ Street to find out more 


Do you think 25-player raids are becoming 
redundant? 

“We really like 25-player raiding. We think, 
ultimately, it offers a better experience. It feels 
more epic. So we said, ‘Hey, what if we also have 
[the Thunderforged items] drop more frequently 
in 25s, just so those 25 players feel like we haven't 
forgotten about them? That they're still important, 
and that we still try and give them a little bit of extra 
reward for all the logistical hurdles they have 

to face?’ ” 


“This is the type 
of content players 
can expect year 
after year” 


While we’ve seen the 
introduction of Thunderforge 
weapons in 5.2, we’ve also 
seen the removal of item 
upgradeability. Does Blizzard 
view the feature as a failed 
experiment or as something you are likely to 
tweak and put back into the game? 

“| think there's a good chance we will still bring it 
back; it makes more sense in the odd-numbered 
patches where players have run out of gear... | think 
the thing we learned [was] that it was very expensive 
to upgrade an item. We wanted it to be a big deal 


E Introduced in the 5.2 patch, the Isle of Giants is home to a bunch of huge dinosaurs. 


and kind of precious, but there was a lot of concern 
from players - understandably so - about making 
mistakes. The idea we are talking about now is to 
make it a lot cheaper, so you can realistically upgrade 
everything. And then when you get a new item you're 
still excited to have the new item, rather than sad that 
you have to spend more Valor.” 


What do you hope players take away 

from patch 5.2? 

“| really want players to get the 
message that this is acommitment 
for Blizzard and the World Of 
Warcraft team, and this is the type 
of content players can expect year 
after year. Sometimes, there's the 
risk that players say, ‘Gosh, this 
game's been going on for nine 
years; certainly it’s winding down, or it's something 
Blizzard is putting out to pasture and isn't really 
going to support much any more. But this huge 
patch is our example of no, World Of Warcraft is 
alive and well, and as long as we keep having so 
many players, we will keep making the (e 
best content we can possibly make.” = 


à 
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EVE ONLINE HAS BECOME 

KNOWN AS THE MMO’S LAND OF 
OPPORTUNITY. At least, it has to those who 
see Second Life as nothing more than a sticky 
conglomeration of garish shanty towns and pubic hair 
shops. It’s a place where you can commandeer fleets, 


O VER THE PAST FEW YEARS, 
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BEYOND 


GOOD 
~AND™ 
EVIL 


Everyone goes to EVE Online 
to Be somebody. Thats what 
we ve neard, and after years 
of trawling the staid hack-ana- 
slash content of a thousand 
fire-and-forget MMOs, we 
decided to find out once ana™ 
for all if it's true. games'™ 
enters the most OOS 
MMO in existence, and Tall 
to the Icelandic 5 
who succeeded: 
many otner 














drive viable enterprises into the ground, and assume 
control of entire star systems. More than any other 
videogame currently in existence, EVE offers a world 
in which your in-game exploits may well be talked 
about for years to come. 

And so we find ourselves getting to grips with EVE S 
exacting character-creation system. It comes ona 
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it like your blind date 
ning by asking if you 
riminal convictions, 






most you're asked is w 
(meaninglessly) good o 











you like swords or spells, and v 
colour your skin is, it can be difficult to 
understand the in-game implications 
of, say, being a socialist dissident 
miner in a nation of corporate 

sharks and master-slave dynamics. 
Intimidating but exciting. 

In the end, we choose Caldari 
belonging to the Deteis bloodline. The 
Caldari sound tough and businesslike, 
which is more or less the exact 
opposite of how we conduct ourselves 
in the real world. EVE's astonishingly 
detailed face-creation tools carve out 
a visage that looks like the ill-begotten 
mutant child of Dolph Lundgren and 
Mickey Rourke. We name him Luther 
Cassius, after Martin Luther, the 
charismatic founder of the Protestant 
church, and Cassius, the conniving 
prat who helped Brutus kill Caesar. It 
seems to encapsulate the balance of 
charm and subterfuge we'll need to 
Be Somebody in EVES universe. We 
also think it makes us sound clever 
and literary — it doesn't, though. 

Our goal? Rule The World, or, failing 
that, Blow Up A Really Big Spaceship. 


NEW PLAYERS HAD 

TO CONTEND WITH A 
TUTORIAL WINDOW THAT 
INSTANTLY APPEARS UPON 


U NTIL VERY RECENTLY, 


BEING PLONKED INTO SPACE. 


It does a fairly efficient job of outlining 
EVES basic features, but does little to 
convey the depth of the universe and 
player dynamics now laid before you. 















Its hard not to feel like a goldfish in a 
tank of piranhas, but that may well be 
the whole point. 








| As we soar around an infinitesimal ` 


portion of EVES vast game world, 
shooting down several pirate vessels 
and indulging in the odd FedEx task 
— odd jobs that form the bulk of me 
MMOS’ content — it becomes obviou 
just how little of the game we're 
actually witnessing. We are a cog, a 
spindly little newbie in a standard- _ 
issue rookie ship keeping low-level — 
station agents in business. We're 
nobody, but in EVE you don't stay 
nobody for long. 

EVE Online was released by CCP 
Games in embryonic form in 2003. 
At that point, lead designer Noah 
Ward admits it was little more than 
“mining and building ships.” Six years 








later, on the eve of its tenth expansion, 


Apocrypha, things are radically 
different. “| mean, wow, we've done 
ten expansions since then,’ Ward 
laughs. “Most everything else that’s in 


there now — the invention and reverse- 


engineering, the alliance mechanics, 
so many classes of ships ... | mean, 
we ve done all sorts of things.’ 
Initially, CCP’s goal was simply 
to create an MMO — no mean feat 
a small group of developers in 
celand. The design was inspired b 
creative director Reynin H arðarson 


















appreciation of Ultima Online. “Initially, 
it was sort of the brainchild of Reynir 
Harðarson,” Ward comments, “and he 
just thought ‘Let's make an MMO: He 
played Elite as a child, and at the time 
he was a big Ultima Online player. He 
really liked the open-ended gameplay 
that UO had. You could interact with 
anything and it wasn't class-based. He 
liked the PvP and the skill system, and 
a lot of that went into EVE?” 

It's difficult to miss Ultima Online's 
fingerprints in EVE. Indeed, if UO 
weren't still running — albeit as a 








> Lead designer on the 
Apocrypha expansion, Noah 
Ward claims the game is 
radically different from when 
it was launched in 2003 by 
CCP Games, a small group 
from Iceland. 
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shadow of its former self — it might 
even be tempting to call CCP’s long- 
term project a spiritual successor. It 
has all the skill customisation, breadth, 
and player-driven content of Richard 
Garriott’s most influential game, but 
where Ultima Online dithered in its 
support of those elements, eventually 
watering them down, EVE Online has 
pig-headedly stayed the course since 
its inception. And, defying all industry 
expectations, the game's subscriber 
base keeps growing: it's now in the 
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2 
APOCRYPHA 2 


BEYOND MAKING EVE more merciful to newcomers, the Apocrypha expansion introduces a 
significant amount of new content, including randomly targeted wormholes, new regions of 
uncharted space, and vastly improved enemy Al. “One of the things people have been clamourihg 
for is more exploration;” Ward says. “Before Apocrypha, you had the map e EVE cluster and all 
the constellations in the EVE galaxy, but you could see where everythi . With these unstable 

























wormholes and the new scanning mechanic, you can find places no e F Wave Ele Celel 
` uncharted solar systems. People have really wanted that, because so the sci-fiwision: to 
+ `, travel to places no one else has visited. And when you go into the worm e have nêWıtypes of 
. NPCs with more intelligent Al that acts a lot like players do in PvP ` 
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passionate about the original vision 
of EVE. What also helped us was that 
we were in this niche, away from the 
other MMOs that were PvE-focused. 
We're a pretty hardcore PvP game, 
and so there were probably a lot of 
people who weren't just there for the 
spaceships and the science fiction, 

So for the hardcore, chest-‏ م 

1g adrenaline kind of stuff. 
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Single most important, 


kes place on a single server. 
16) split its player 
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tional disputes 
has become 
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BEYOND GOOD AND EVIL 


“You don't get this type of 
gameplay in other games,” Ward 
confidently declares. “People finish 
raid instances in other games, and 
they weren't making history, they 
vere just running through some 
tent. This kind of stuff, it’s all 
2r-created, and when people talk 
out these things years later, they're k 
oing to be able to say ‘Yeah, | was 
there when that went down: People 
still talk about old wars that happened 
in the game a while back, and this is all 
player-created stuff. The only reason 
that is even possible is the single 
shard [server]. If we'd sharded it up 
and had 3,000 people per server... 

[it would] lose that whole reputation, 
and the type of events that come from 
everybody being able to play with 
everybody else.’ 


F COURSE, THERE’S 

A REASON MOST 

MMO DEVELOPERS 
FAVOUR THE MULTI-SERVER 
MODEL, AND THAT’S THE 
STRAIN A LARGE GROUP OF 
PLAYERS CAN PLACE ON 
THE ARCHITECTURE. “What we 
do isn't exactly easy; Ward admits. 
“We're constantly fighting with it. 
We're always putting up the latest 
and greatest hardware, and we've 
got some pretty smart people on 
the cutting edge, writing the latest 
software. But we use an IBM blade 
server and solid memory, So our entire 
database is held in memory rather 
than on hard drives. And then we have 
an array of proxies and application 
servers. Each solar system can be 
on a single server, a single CPU core. 
That’s how we're able to scale it. So, 
when you jump to a stargate, you're 
moving from one core to another. 
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Sometimes, whole constellations can 
be on a core. Eventually, we're going 
to have to make it so that when you're 
inside a space station, you're ona 
different core as well.” 

At this point in our adventure, then, 
we're hopping primarily between two 
cores, representing two neighbouring 
star systems. Our pimple of a ship 
drifts to and fro, carrying this cargo 
to that station, mining this resource 
for that company, and so forth. We're 
accruing ISK, EVES currency, at a 
gradual but reasonable rate, and we 
occasionally see a larger player ship 
breeze past in a manner that seems 
deliberately emasculating. 


E BEGIN TO WONDER 
Wio WE'RE EVER 

GOING TO RULE THE ~ 
WORLD AT THIS RATE. Not 
so much because we don't feel the 
steady tide of progress — EVE is 
good in that sense — but béCause we 
don't really know what we want to ~ 
be. We could be an economy player, 
engaging in EVE sS dense market 
system, sending off manufacturing 
contracts, and transporting goods 
from station to station according to 
price fluctuations. Or we could fall into 
piracy, feeding off weaker morsels 
than ourselves — admittedly a very 
Shallow pool at this stage — and 
generally becoming reviled in high- 
security star-systems. 

The possibilities are nigh on 
endless, but in the interests of mental 
health we settle on our secondary goal 
for now: namely, Blow Up A Really Big 
Spaceship. The biggest spaceships in 
the game are the Titan-class capital 
ships, which cost billions of ISK, 
man-hours, and massive alliance 
assistance to produce. They're 
equipped with Doomsday devices, 
which are capable of destroying entire 
fleets in a single blast. When one is 
finally destroyed, it makes the EVE- 
news. It becomes clear that we're 
going to need a Titan ship of our own if 
we're ever going to destroy someone 
else's. We have about one hundred 
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thousand ISK in the bank, give or take, 
so the first thing we need'to do is 


»come هماما‎ whole lot of money. Lord, 
FA 7 
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give us patience. 

According to Ward, there are 
several different types of player in 
EVE. We ask him to elaborate, if 
only in the hope that it'll offer some 
inspiration for our ship-destroying 
masterplan. “We definitely. have 
different groups,” he says. “There's 
your hardcore PvP-type who really 
likes the endgame 4 owning territories 
and attacking the neighbours. Then 
there's the type who really likes the 
sci-fi genre and likes to be the captain 
of a spaceship, and those can be in 
any of the different skill-types. Then 
there's the casual type, who just wants 
to come on and blow a couple of 
Spaceships up when they're at home 
in the evenings. You've got people 
who like to be a space-trucker, doing 
trade runs and that sort of thing. And, 
you know, some people actually enjoy 
mining. Some people really hate it, but 
there are those who really like it” 






> The New Player Experience 
tutorial system in Apocrypha 
should make the prospect of 
entering the world of EVE a lot 
less daunting for newcomers. 
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are no set classes, and you're not 
punished for retiring from the market 
rat race and focusing on large-scale 
mining operations. “The open- 
endedness is something that really 
appeals to people,’ Ward confirms. 
“You can switch at any time. You can 
be that PvP person, but if you want 
to مع‎ mine, you can. And all with the 
same character: you're not a wizard 
at one point, and then switching to a 3 
warrior” À 

As our misadventures may have 
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demonstrated, though, the total 

lack of set paths in EVE can make 
the game somewhat impenetrable 
for new players. It's something with 
which CCP struggles on a daily basis: 
on the one hand it wants to attract 
newcomers, especially those millions 
who've grown attached to a cosier, 
spoon-fed model of MMO gameplay. 
On the other hand, it doesn’t want to 
lose its current user base — 500,000 






of the most dedicated and loyal 
gamers in existence. 

EVE will never be dumbed down, 
Ward confirms, but he is determined 
to remove some of the teeth from the 
earliest parts of the game, as has been 
demonstrated in Apocrypha's revamp 
of the New Player Experience. 

“We've taken out a lot of the 
choices people had to make at the 
very beginning in character creation,’ 
he explains, “like picking attributes, 
skills, and stuff that they had no 
real business choosing before they 
even knew what they were. And 
we 've-improved the whole funnel 
into different careers. You can do 
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SOME PEOPLE 
ENJOY MINING. 
SOME PEOPLE 

REALLY HATE 


ARE THOSE WHO 


REALLY LIKE IT 






these chains of missions that guide - 


= you into paths you might take, 


_ whereas we just used to throw you 


into space and go ‘Have it! We have 
been working really hard on that over 
the last couple of years, improving 

it, and we feel that, with Apocrypha, 
we have done a lot to make it less 
impenetrable. But it’s something 
we're constantly looking at. So far, 
though, we're only about a week or 
so since Apocrypha launched, and 
the metrics are showing us that it's 
worked out really well.’ 

If, according to new player Š 
consensus, CCP has finally sorted out 
the newbie's journey, then only one 
major draw has yet to be unveiled: 
the much-discussed “Walking In 
Stations’ addition. At present, when a 


IN WARD'S OPINION, EVE could continue to grow and evolve for the next ten years or more. “We're building an IP’ he says. “Star Wars came 
out in the Seventies, and Star Wars is still an IP to this day. A lot of us view EVE as its own IP, which we can expand upon and continue. We + 
constantly keep the graphics updated, we're constantly upgrading the hardware and the features. We want to keep this thing going for as +», . 
long as we possibly can. | think that’s comforting to players, and it’s why we keep growing. We're not just going to shut down because we 
haven't got ‘loud’ numbers. A lot of other MMOs - they launch, they get a couple hundred thousand players, they مع‎ ‘Oh, this isn’t millions of 


players; and they just shut it down. They could really just keep a small team of developers working on it so it could grow over time.” 
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BEYOND GOOD AND EVIL 


player's ship docks in a space station, 
his character ostensibly leaves the 
vehicle behind. However, in-game this 
is abstracted into a two-dimensional, 
icon-driven menu, so EVE never 
delivers on the gratifying experience 
of being able to see one’s character in 
all its corporeal beauty. 

“It's something that a lot of people 
who have tried EVE Online and left 
have told us they really wanted,” 
Ward notes. “They say ‘I got into the 
game and | was, like, trying to get out 
of the ship and walk around in the 
Space station and | couldn't. It was 
really weird. | just didn’t bond with 
my character: And it’s something 
we've wanted to do for a long time. 
We would have done it at launch, 
but it was a tiny group of Icelanders 
trying to make an MMO, which was a 
pretty ambitious task in itself. We are 
working on it now, but there's no firm 
date for when it will be out.’ 

For now, Luther Cassius's truly epic 
cheekbones will have to remain in the 
confines of his ship. We must confess 

we're no further along the path to 


~ interstellar greatness than 
5-5 when we began, but we 


remain optimistic. EVE 

Online is a game of endless possibility, 
and we intend to leave our mark, 
something to rival the greatest events 
in the annals of EVE S history. 

Perhaps we won't be Blowing Up 
A Really Big Spaceship as soon as we 
had hoped, but we've already Blown 
Up A Really Small Spaceship, and it 
can only get better from there. EVE 
Online veterans, mock us as.much as 
you desire — anything's worse than 
your indifference =-but you will come 
to rue the day you first heard our not- 
so-clever name. Soon, we will 
Be Somebody. © 

















كم 








» . ت > = 


P77 sea Flooded with identical sames es, 
— one MMO rose above all else to pale ome 
ae ‘the king of kings. games™ takes a look at 
ا‎ the ingredients for World Of Warcraft’s 
extraordinary success, and explores what the 
` future holds for: the worldwide phenomenon 
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BRAVE NEW WORLD 


HILE MANY MMOs attempt to 


launch a fresh IP from the ground 
1/7 up, World Of Warcraft is built 
upon an extremely advantageous 


foundation, namely three of 
the best-selling and most critically acclaimed 
PC games of all time. Starting in 1994 with the 
original Warcraft: Orcs & Humans, Blizzard helped 
define the real-time strategy genre alongside 
Westwood Studios’ Command & Conquer, and 
again a year later with the exceptional Warcraft 
Il: Tides Of Darkness, which made real-time 
strategies as popular as first-person shooters and 
gave rise to countless clones even today. 

By the release of the third Warcraft game in 
2002, the series had become a household name to 
anyone with a PC, and Blizzard had also become 
renowned for its groundbreaking triple-A games, 
also including the StarCraft and Diablo franchises. 
With so much momentum behind it, World Of 
Warcraft ploughed onto the scene with all the force 
of a Lord Of The Rings sequel. Luckily for both of 
them, the public was waiting. 

Just as Halo 2 saw an influx of virgin gamers 
to the world of online fragging due to its 
approachable matchmaking system and basic 
yet rewarding gameplay, World Of Warcraft has 
created an MMO entry point for everyone. Thanks 
to games like EverQuest and Ultima Online, MMOs 
had become a mind-numbingly tedious grind 
where only skilled, and more importantly, highly 
dedicated gamers could progress. There seemed 
to be a universal accord that these types of games 
should be merciless, and many even go so far as 
to greatly punish players for dying by requiring 
difficult corpse retrieval, massive resurrection 
penalties, or even the loss of EXP and items, which 
can be a crushing experience for anyone who just 
spent an entire weekend grinding mobs only to 
lose everything because of one simple mistake. 

World Of Warcraft took these components and 
stripped away as much grinding and punishment 
as possible while enhancing the fun and more 
enjoyable elements, making World Of Warcraft 
a genuinely accessible title for seasoned MMO 





games™ 55 


BRAVE NEW WORLD 


veterans and first-timers alike. Although players 
can die, they simply return to a nearby graveyard 
orm and must seek out their body in 
urrect. Other players can also help 
omrades return to the land of living, 
2ver any loss of experience points. 
ctually a system that allows 
their characters at an inn, for 
this, they will receive double the 
1 amount of time. Casual 
or cannot sit in front of their 
end, are still allowed to 
able rate. By taking breaks or 
tiple characters, it is entirely 
1 the lowest levels to the highest 






















ip and take مه‎ experience-yielding 
nies, but in WOW, virtually any class can 
solo their way to level 70 - the current level 
cap — almost as quickly as a group of players. 
While some classes have it easier than others, 
this sort of single-player freedom in a multiplayer 
environment helps those who prefer not to rely 
on other people to see what the game has to 
offer. There is still plenty of incentive to team up, 
especially if you want to brave the end-game raids 
and bosses who hold all of the best loot. 





A cliché among MMOs is to start all 
players off feeling very weak and 
pitting them against insignificant 
creatures like bees or rabbits. Blizzard 
purposely chose to allow the player to immediately 
feel like a hero, taking on massive enemies and 
humanoids from level 1. Additionally, rather than 
recycle the same foes throughout the hundreds 
of hours gamers will spend during the tenure 
on Azeroth, each area offers completely unique 
content to see or fight. This prevents the game 
from becoming familiar and ultimately boring, and 
is one of the greatest lessons other developers can 
take away from the success of the game. 

Where many titles flooding the markets these 
days are attempting to push the technical limits 
of what an MMO can look like, World Of Warcraft 
chose a different path. The game has been 
lambasted for its subpar graphics, but continuing 
with the unique art style of Warcraft III has helped 
differentiate WOW from its competitors. While it 
may not be the most technically marvellous game 
available, it is immediately recognisable with 
its lively environments, exaggerated character 
designs, and liberal use of the colour palette. 
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This practise has also kept the minimum 
system requirements rather low, allowing as many 
gamers as possible to enjoy the game without 
having to cough up for the latest and greatest 
from NVIDIA. The simplified graphics also allow 
far more to be on screen at once, including dozens 
of characters and a horizon line as far as the eye 
can see, without any pop-up or lag. Similarly, the 
game loads extremely quickly, even when logging 
in, and the world streams seamlessly as you 
explore it rather than slamming you with ‘zones’ 
and loading screens every five seconds. 

Although countless online role-playing games 
claim to be ‘massive’, few even scratch the surface 
compared with the amount of content available in 
the world of Azeroth. World Of Warcraft database 
Thottbot.com has over 39,364 items, 31,799 spells, 
13,564 creatures, 11,359 objects, and 5,521 quests 
documented, with many more yet to be found. 
There is more substance and attention to detail in 
a single continent in WOW than there are in most 
other MMOs altogether. 

One of the other immediately noticeable flaws 
of lesser games is how all players look and dress 
exactly the same. This is due to a very limited 
selection of gear and facial options. However, in 
World Of Warcraft it’s extremely rare to find ‘twins’ 
running around as there are hundreds of items 
immediately available to help you differentiate 
yourself from the crowd. This wide selection and 
freedom also means that not every character is 
equipped in the same way, allowing for a great ط‎ 4 


There’s more attention to detail in one 
continent in WOW than there 
are in most other MMOs altogether 9 9 





The MMO has been home to some of the most addictive 
and frustrating experiences ever had ay د‎ 

The success of early titles led to many il attempts 
to tap into this ever-growing market. 
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deal more stat customisation in addition to your 
appearance, although higher-level players tend to 
stick to a much more limited set of equipment. 

A major draw for MMOs and online games in 
general has always been the social aspect. Gamers 
from all walks of life, from adults and children to 
the shy or unpopular, can all come together to 
share a common interest. Behind a virtual avatar, 
anyone can be whoever they want to be. With that 
in mind, in this day and age there are also plenty of 
normal people who simply prefer to stay at home 
and meet new people online rather than put in the 
effort of going out and dealing with the inevitable 
twits and drunken fools of the real world. When 
asked why they like World Of Warcraft, one gamer 
simply replied, “It’s cheaper than a bar tab.” While 
anyone with an Xbox Live account can attest that 
there are just as many annoying imbeciles no 
matter where you go or what you play, at least 
online you get a ‘mute’ button. 


If you are reading this magazine, then 
it’s highly likely that at some point in 
your life you've imagined you were 

a Jedi or a powerful wizard or, most 
definitely, made the ‘Snikt’ noise to let 
your imaginary robot enemies know 
that they are about to get a face full 
of adamantium. Unfortunately, all that goes 
away once the responsibilities of adult life and 
expectations of society kick in, but videogames 
and movies are a way to let your repressed 
imagination run wild once again. 

World Of Warcraft caters specifically to gamers 
hoping to escape into a virtual world. It offers 
specific role-playing servers, meaning that you will 
find people living out the lives of their characters 
rather than talking to each other the way you 
might talk to your friends in Gears Of War. For 
instance, rather than saying: ‘Hey, dude, let's go 





kill some mobs, | need some XP before my mum 
makes me sign off,’ you would instead say ‘Lady 
Ahzuriel, won't thou accompany me for a night 
of dragon slaying? My blade craves the taste of 
scales and bone.’ Role playing also equates to 

a lot of hugging and kissing emotes, which is 
mildly disturbing when you consider the fact that 
the sexy, bikini-clad Night Elf is really Mike from 
Birmingham. 

But for serious role-players, World Of Warcraft 
is the perfect platform to get lost in a fantasy 
world, and who doesn't want to do that once 
in a while? This extends well beyond the actual 
game itself, as one of the other keys to Blizzard’s 
success is their user communities. There is 
countless fan art for World Of Warcraft, much of 
which depicts the artist's own character, rather 
than a Blizzard creation. The lore backing the 
world of Azeroth is as complex and labyrinthine 5 
the Lord Of The Rings and Halo bibles combined. 
There is a story behind every character, every 
major item or area, and while much of this can be 
discovered in the game by reading quest dialogue, 
there is just so much more to experience, should 
you want to. It’s easy to get lost in World Of 
Warcraft as a game, but for those looking to delve 
deeper into its mythos, there are worlds within 
worlds awaiting them. 


تت «Ko Koy,‏ كك 
The Future‏ 


The Burning Crusade - the first, long-awaited 
expansion to World Of Warcraft - was the fastest 
selling PC game of all time when it was released 

in Europe and the United States in January 2007, 
moving nearly 2.7 million units on the first day 
alone. The expansion offered some very acceptable 





THE COMPETITION 


Star Wars 
Galaxies 


WHILE SONY HAD success with EverQuest, 
much of it was because the game explored new 
territory whereas today, cookie-cutter games 
like EverQuest and its clones do not fair as well 


(we mean you, EverQuest Il). 


Despite the disappointing new film trilogy, 
Star Wars fans were still willing to dive into a 
virtual galaxy far, far away and try their luck 
at the Kessel Run and becoming the next Luke 
Skywalker. Star Wars Galaxies promised all that 
and more, but when it arrived it wasn’t nearly 
as gorgeous or as enjoyable as the previews led 


us to believe. 


The game was so poorly received that SOE 
relaunched it, hoping to tempt players back, 
but to no avail. And Blizzard has even publicly 
poked fun at Sony for this. It’s sad that Sony 
missed out on what could have been so much 
more, just as George Lucas did with the films, 
but at the very least we can only hope that all 
the upcoming MMOs based on other successful 
franchises and films will learn from the disaster 


that is Star Wars Galaxies. 
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WHERE BLIZZARD HAD an 
excellent foundation in PC games 
before it released World Of 
Warcraft, Squaresoft had some 
of the most renowned RPGs in 
videogame history. It seemed like 
an obvious step to take its most 
beloved franchise, Final Fantasy, 
into the realm of MMOs. 
Unfortunately, the game 
fell short in a number of areas 
that caused its success to be 
substantially hampered. Most 
notably, the game adopted an 
EverQuest-like system that 
required an ungodly amount of 
EXP grinding per level, as well as a 
tedious party system. Unlike WOW, 
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new content: the level cap was raised from 60 

to 70, you gained access to the new continent of 
Outland, and there were flying mounts as well as 
many new areas, creatures, spells and abilities. 
There were also the two new playable races, the 
Blood Elves and the Draenei. 

Despite its success, the expansion, like World Of 
Warcraft itself, was not without its flaws. The new 
level cap and readily available items in Outland 
caused much of the high-end and extremely time- 
consuming and difficult-to-obtain equipment to 
become obsolete, rendering a great deal of effort 

åsted. Additionally, level 60 characters that had 
once been the elite powers in the game were now 
susceptible to the far superior level 70s, among 
other things. 

At BlizzCon 2007, Blizzard unveiled the next 
expansion for World Of Warcraft, titled Wrath 
Of The Lich King (previewed on page 42), which 
will be continuing the main storyline from Warcraft 
lli: The Frozen Throne. Like Burning Crusade 
before it, Wrath Of The Lich King will introduce 
countless new items, spells, creatures, and areas, 
including a massive continent where only the 
greatest players will eventually face off against the 
Lich King Arthas himself. 

Although not all additions have been 
announced, Blizzard has confirmed it will once 
again be raising the level cap - this time to 80. 
Despite the outrage from a small percentage of the 
WOW community at the level-70 cap raise, Burning 
Crusade was extremely successful and World Of 


THE COMPETITION 


Final Fantasy XI 


If Blizzard is to maintain : 





dominance, it would be 








Warcraft’s user base continues to grow. However, 





raising the cap a second time, before most 
players have even had a chance to experience 
everything the previous expansion had to offer, 
may become too overwhelming. Will players even 
attempt to obtain all the high-end weapons and 
items in the Burning Crusade with the release of 
Wrath Of The Lich King already looming? 


Aside from those issues, Blizzard 
has continuously ignored other 
requests from fans that are almost 
standard in similar games. For one, 
player housing has been at the top of the wish 
list for many WOW subscribers. If Blizzard is to 
maintain its dominance in the years to come, as 
its graphics become increasingly antiquated and 
gamers begin to lose interest or be drawn away 
by other MMOs, it would be wise to give the 
customers what they want. 

Promising to be the “Batman Begins meets 
300" of movies, the World Of Warcraft prequel 
movie being handled by Legendary Pictures 
and Blizzard could hypothetically turn out bad, 
but the chances are rather slim. Instead, this 
film will introduce an even broader audience to 
the franchise and help keep WOW in everyone's 
minds. The violence of the film may turn off 
some potential subscribers and even parents 
who thought World Of Warcraft was simply a 
cute game with swords and funny dances, but 
it will undoubtedly be a box office success and 


players in FFX/ are required to team 
up with five other players if they 
plan to make it anywhere in the 
game. So much can go wrong when 
fighting enemies, however, that one 
mistake will lead to a total wipe out 
and the loss of a percentage of your 
current experience points. This can 
erase entire days of gameplay. 
Many spells and creatures from 
previous Final Fantasy instalments 
appear in the game, but it took 
the developer years to implement 
everything. A few different skins 
would have gone a long way, and 
when a single-player PS2 game 
(Final Fantasy X// can better all 
the mistakes of something that 


requires hundreds of hours of your 
time, something went wrong. 
Final Fantasy XI showed 
promising sales and subscription 
rates early on, and has managed 
to be the only meaningful 
MMORPG to hit home consoles, 
but since then its user base 
has dwindled to a few hundred 
thousand, a far cry from World Of 
Warcraft’s 10 million. As games ™ 
stated in our review so many 


years ago, “If it weren't for a few 


titles like City Of Heroes taking 
the genre in interesting new 


directions, we'd find it far easier to 


recommend this more traditional 
life-consuming abyss of a game.” 
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THE COMPETITION 


Guild Wars 





PERHAPS THE GREATEST 
threat to Blizzard’s unstoppable 
juggernaut, and a perfect 
example of tackling the generic 
concept of the MMO from a 
unique perspective, ironically 
comes from former Blizzard 
employees in the form of 
ArenaNet and its landmark 
franchise, Guild Wars. ArenaNet 
was founded in 2000 by key 
Blizzard employees instrumental 
in the creation of the Warcraft, 
StarCraft, and Diablo series’ as 
well as Blizzard’s own Battle. 
net online gaming network. With 
years of technical and creative 


ArenaNet set out to create an 
MMO unlike any other. 

Aside from its beautiful 
graphics — arguably the best 
on the market and undeniably 
several grades above World Of 
Warcraft- Guild Wars is also 
unique in that it has no monthly 
subscription fee and that its first 
two expansions do not require 
the original game to be played. 
Guild Wars also focuses heavily 
on story-driven quests, skill- 
based PVP and even allows NPC 
‘heroes’ to become allied party 
members for those who prefer 
not to deal with waiting around 


Guild Wars has seen a 
reasonable amount of critical 
and commercial success, and 
has recently announced that a 
Guild Wars 2 is in the works. 
This sequel is also unique in that 
original Guild Wars characters 
will be rewarded for their 
achievements when transferring 
to the new game. While Guild 
Wars has not seen World 
Of Warcraft-like subscriber 
numbers, it has been, and 
seemingly will remain one of the 
best alternatives out there. 
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help lead the way for other high-profile game 
movies and sequels. 

Tentatively scheduled for a release some time 
in the summer of 2009, Wrath Of The Lich King 
the game could end up seeing a 2008 release 
to coincide with the film’s schedule, as well as 
allowing StarCraft Il to make its inevitable splash 
on the sales charts a little bit bigger. Very few 
other details about the film have been unveiled, 
such as cast or crew, but the winning formula of 
Blizzard and Legendary Pictures is an extremely 
promising start. If Blizzard continues its all-out 
assault through expansions, film, and other 
avenues such as the “Make Love Not Warcraft” 
episode of South Park and the toys and trading 
cards, World Of Warcraft will remain culturally 
relevant for a long time to come. 

The approach Blizzard took with World Of 
Warcraft has led many developers to rethink 
the MMO altogether. While many continue to 
pump out run-of-the-mill failures, others have 
elected to think outside the box in an attempt to 








differentiate themselves and their product. 

Just like Nintendo devotees will blindly buy 
anything with the Nintendo name on it, Blizzard 
fans are likely to stay loyal to World Of Warcraft 
for along time to come, regardless of what other 
adventures may await them outside Azeroth. 

By bringing in so many casual and traditionally 
non-gamers, Warcraft has developed a comfort 
zone where players can stick to what they are 
familiar with and what they're good at. Venturing 
away from that to a different game is a step 
many are not willing to take, so it remains to 

be seen if unique MMOs like NCsoft’s sci-fi epic 
Tabula Rasa, Auran’s pure-PVP Fury, the Marvel 
Universe MMO developed by the creator of City 
Of Heroes, or any other upcoming contenders 
can at the very least chip away at some of 
World Of Warcraft’s stranglehold on the market. 
If and when that happens, however, Blizzard 
could simply unveil World Of StarCraft and reign 
supreme for several more years. © 
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It is a project that fans were dreaming of for years before 
its official announcement, and BioWare has already called it 
the best thing it has ever done. This is The Old Republic, and 
it could be the most significant MMO release since World Of 

Warcraft. It could also be another Star Wars Galaxies. games™ 
gets under the skin of BioWare 


hy Star Wars? It’s the 
question numerous 
developers have 
faced over the years. 
Pandemic, Coolhand Interactive, LucasArts’ 
own in-house teams, and, let us never 
forget, Sony Online Entertainment all 
answered it with the same grit and 
determination, only to find their best efforts 
critically ravaged and commercially flaccid. 
There were those whose perseverance paid 
off: Raven Software and its stellar additions 
to the already beloved Dark Forces series; 
Traveller’s Tales, who fused Star Wars and 
Lego to create something enjoyed by both 
children and adults; and, of course, BioWare. 
The Edmonton, Canada-based studio 
succeeded by turning the clock back 4,000 
years with the first ever Star Wars RPG, 
Knights Of The Old Republic. Six years and 
one sequel later we're sadly stuck in the 
same rut. BioWare, however, believes it has 
the solution, and this time it doesn't belong 
to the epic RPG genre the company arguably 





defined. Rather, it’s an altogether unfamiliar 
endeavour: an MMO, The Old Republic. 

Of course, you already knew that. 

If you care in the slightest about Star 

Wars, BioWare, or MMOs, you will have 
been a front-row witness to the years of 
speculation, blog-bashing, and forum- 
assembled design documents that have 
defined — and fuelled - the hype for the 
most anticipated MMO since Knights Of The 
Old Republic hit the shelves. “It just makes 
sense to do it,” says James Ohlen, BioWare's 
Creative Director and lead designer of 
Knights Of The Old Republic and Baldur's 
Gate II. “If BioWare is going to get into the 
MMO market, what's a bigger way to do it 
than with the KOTOR licence? There were 
rumours about the game even before it was 
thought up by us, so it seemed to be the 
obvious choice.” 

Indeed, it seemed like an obvious choice 
for Sony Online Entertainment, too, back 
when it hired Ultima Online veteran Raph 
Koster to mastermind the creation of that 


flawed-gem-turned-catastrophe, Star Wars 
Galaxies. The first Star Wars MMO didn’t 
attract nearly as many players as you might 
have expected of the franchise, possibly 
because its sandbox, Ultima Online-esque 
gameplay was quickly losing favour to the 
more action-based approach of EverQuest 
and, later, World Of Warcraft. BioWare is 
adamant it won't make the same mistake. 
Judging from how often it’s been 
mentioned, WOW seems to be the basic 
template for BioWare's attempt, although 
it's very keen to emphasise that The Old 
Republic has a very crucial “Fourth Pillar”: 
story. “All modern-day MMOs have done 
some storytelling,” Ohlen concedes. “You 
know, they do have quests, and quest 
chains, and even class-specific quest chains, 
but what we've decided to do is make story 
a much bigger focus of the game, and put 
a lot of work and energy into it. Your class 
story arc is as compelling as you'd see in any 
single-player BioWare game. By doing that, 
we feel we're going to, essentially, bring 


“Just imagine the 
major, Star Wars 
characters who aren't 


Jedi or Sith. We 


want to give yos the 
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the Fourth Pillar. Other MMOs have story, 
but we feel we're going to bring a lot of 
innovation to it, and it’s going to be so much 
more compelling than what's been seen 
before. But MMOs have always been RPGs. 
They are RPGs at heart, so | don’t think it’s 
unusual to try to add in story to a genre 
that’s essentially related to the RPG.” 
Perhaps, but there's one crucial problem 
- one that’s made any attempt at non- 
player-driven story in MMOs appear vanilla 
at best, and completely perfunctory at worst 
- and that’s competition. The advent of raids 
and formalised group play in EverQuest 
necessitated a more rigid, class-based 
gameplay model than that used in Ultima 
Online. As such, character paths had to 
converge. All players did the same sorts of 
quests, killed the same sorts of monsters, 
interacted with the same sorts of NPCs, 
and fought in the same sorts of dungeons. 
Everything needed to be equal, lest the 
delicate tank-damage-support structure 
of the raid system - and the competitions 
between them - be compromised. The kind 
of personal, epic, unique journey traditional 
BioWare games request you undertake don't 
fit neatly into this framework. 


WHICH IS WHY, THANKFULLY, they're 
changing it. As well as being World Of 
Warcraft for the Jedi-inclined, The Old 
Republic supposedly acts as a continuation 
— a sequel, even - to the Knights Of The Old 
Republic series. The key is in the somewhat 
unimaginative name: where the offline 
series catered solely to Luke and Anakin 
fans - the titular knights - Ohlen says 
that the MMO will allow you to dabble in 
the other power fantasies you've hitherto 
privately entertained. 

“I'm a giant fan of Knights,” says Ohlen, 


Players will be forced to choose 
between the Light and the Dark. 
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BioWare is also working against the 








criticism hurled at Star Wars Galaxies. 


“which | guess is not surprising, as | was its 
lead designer. But it’s not just a game | loved 
to build, it’s one | love to play. The problem 
with it, though, was that if you didn’t want 
to be a Jedi, there was nothing else. So, 

The Old Republic really allows you to have a 
whole bunch of Knight Of The Old Republic 
stuff that you get to choose from at the 
beginning of the game. You're going to be 
playing through storylines that will appeal to 
you as a Knight Of The Old Republic fan, but 
it's much bigger in scope, and each one is 
going to be focused on a particular class. So 
if you enjoyed Knights Of The Old Republic 
but you have a Han Solo fetish or a Boba 
Fett fetish... well, I’m not going to talk about 
exact classes, but just imagine the major 
Star Wars characters who aren't Jedi or Sith. 
We want to give you the opportunity to play 
those.” 

It's an exciting prospect, but we imagine 
that, just as every EverQuest Il player is a 
Teir’Dal, every WOW player is a Night Elf 
Hunter, and every Pirates Of The Burning 
Sea player is a pirate, The Old Republic 
may end up becoming Jediland. If that’s the 
case, the game world will inevitably suffer. 
After all, the Jedi’s greatest enemy isn't the 
Sith, but Lightsabers, and once everyone 
has one, everyone's a Jedi, and once 
everyone's a Jedi, no one’s a Jedi. Prior to 
its disastrous redesign, Star Wars Galaxies 
addressed this problem by making Jedihood 
nigh on unattainable - as it should be - 
but BioWare isn't willing to go into class 
specifics. Regardless, whichever class you 
do ultimately choose, the allotted storyline 
won't be your typical MMO quest chain. 








You will be exploring and contemplating 
frustrating moral choices in typical BioWare 
style, and with the element of choice being 
largely absent from the very static MMO 
genre, that’s exciting news. 


THE QUESTION IS, though, will the 
ramifications stick? Prior to The Old Republic, 
BioWare designers had the luxury of a linear 
offline game in which to create narrative. 
Players could make far-reaching, world- 
changing decisions because there wasn't 

a second, or third, or fourth, or millionth 
player to be disadvantaged by them. And 
‘choosing’ to kill Firelord Ragnaros in 
Molten Core doesn't leave you particularly 
satisfied, primarily because he'll reappear 
once his timer’s up. Addressing this, lead 
content producer Dallas Dickinson explains 
that players will interact with two different 
“layers” of narrative. 

“When you think about it,” Dickinson 
says, “in the Star Wars movies, there were 
personal journeys, and then there was also 
the journey of the world going on there. 

Han Solo’s story of running from Jabba 

the Hutt is Han Solo’s story. However, he 
also contributes to the destruction of the 
Death Star. So, there will be stories that are 
more global, they have more to do with the 
struggle between the Republic and the Sith, 
and that is a much broader story. That’s not 
the personal story - which we call the “class 
story” - but you'll be able to participate in 
that greater struggle, and there are systems 
there that have much more world impact 
because that will be a world story.” 

Ohlen continues: “We can do a lot with 
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BioWare has licensed the 
HeroEngine to build The Old 
Republic, bringing lesser- 





known developer Simutronics to 
mainstream attention. And thank 
Obi-Wan its own HeroEngine- 
derived game, Heros Journey, 
happens to be a fascinating, 
project. Like The Old Republic, 
Hero’s Journey places heavy 


Story will play as vital a role in 
= your progress as combat skills. 


emphasis on story; quests are 
apparently restructured according 
to the player’s past decisions; and 
characters emerge and recede 
into the player’s journey so as to 
create the sensation of a uniquely 
tailored storyline. Kill, or be killed 
by, enough of a certain monster 
and it may even become a central 
antagonist. Fire beetles, prepare for 
a pre-emptive strike. 





“MMOs are RPGs at heart, so | don’t think it’s 
unusual to try to add in story to a genre that’s 
essentially related to the RPG” 


the player's personal journey affecting the 

world around him, and he'll feel the effects 

of his choices permanently. What’s a planet 

we can talk about... Well, we can’t have a 

situation where the player blows up Korriban. 

We can't have stories in that manner, but 

we do have situations where players can 

choose between killing or sparing important 8 


characters. For example, at one point playing l 
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a Sith character, you're sent to track down 
an important young Jedi Padawan who's 
come to pre-eminence. When you track her 
down you can choose whether to kill her, 
or basically torture her and convert her to 
the Dark Side, and you'll have a different 
experience later on because of it.” 

BioWare won't be punitive about it, 











BioWare's track record suggests 





































the game is in the best possible care. 
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LARGE 


According to Ohlen, BioWare 
has been interested in entering 
the MMO market since Ultima 

Online. It was just a matter of 
waiting for the right time, and the 
right licence. “We’ve always been 
interested in the MMO space,” 
he says, “since even the UO days, 
because we all played UO when it 
came out. It’s one of those games 
that actually helped delay some of 
our products. Personally, I’ve played 

UO, EverQuest, WOW, City Of 
Heroes, Conan, Warhammer... 
I’ve always felt that it’s a genre that 
is much more interesting than any 
other because it’s so epic. An MMO 
has a different scope than any other 
game out there. It allows you to 
create this huge world. I have a bit 
of a rep at BioWare for wanting to 
create ridiculously huge games, 
like Baldur’ Gate II. I went a little 
crazy in that game. But getting to 
work on a MMO? You have to make 
it a huge game. I get to unleash my 
desire to create so much content 
that it’s ridiculous.” 
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though, in The Old Republic there are no 
bad choices. Gameplay will reportedly be 
affected by the player’s path through their 
class story, but only in as much as your 
experience will be different from another 
player's, rather than better or worse. “We 
don’t want your choices to be absolute 
surprises,” Dickinson laughs. “We don’t 
want people going on Allakhazam'’s, or 
whatever, and looking for the right one to 
pick. Or spend a long time trying to work 
out which is the light path and which is the 
dark path. What seems like a nice thing to 
say probably is a nice thing to say. There'll 
be no ‘Gotcha!’ situations where you 
finish the conversation and go, ‘Oh, man! 

| should have chosen Node A. My game 

is ruined!” We take it he wasn't a fan of 
Knights Of The Old Republic Il, then. 

Just like in the KOTOR series, your 
nice-or-nasty choices will have an effect 
on where you are on the spectrum 
between Yoda and Palpatine. Ohlen cannot 


say any much about how this will affect 
your standing with the Republic and Sith 
factions, and the resulting gameplay 
consequences. However, “We will say it 
can affect how your character progresses, 
your abilities, your skills, what things are 
available to you in the game - item wise, 
perhaps — and also, obviously, from an 
aesthetic standpoint. Just as in Knights, 
your skin and aura will change according 
to your Light Side/Dark Side choices. 

But even then, it’s going to affect you 
differently if you're a Jedi or Sith than if 
you're one of the non-Force-using classes, 
and we have many of those.” 


OHLEN CANNOT DISCUSS with games™ 
how the opposing factions will interact 
with each other — or how that will 
manifest physically in the game world, 
such as through Warhammer Online-style 
control points - but he does seem to 
drop a fairly big hint when he adds: “Since 
Mythic is now our sister studio, we have 
been looking into all the different systems 
that they developed for their game. We're 
allowed to look at their design, we've 
been speaking to their designers and 
programmers, and we've been looking at 
their PvP, so that’s going to help us in the 
future to make sure our PVP is really good 
as well. | can’t go into any detail about our 
PvP system, but yeah, we have the two 
factions - the Sith Empire and the Galactic 
Republic - and obviously they hate each 
other, and players on those different sides 
are going to be... in conflict.” 

While BioWare is being somewhat 
taciturn with regard to combat-related 








issues, there's one element of The Old 

Republic it is more than happy to discuss: 

the companion characters. Since Baldur's 
Gate, the company has placed special 

| emphasis on the player's ‘party’, and 

has gone to great length to make its 

companions as believable, well-written, 

and interactive as possible. In a move 

wholly unprecedented in the MMO genre, 

they’re moving NPC pals online. 

“We've taken a lot in terms of how we 
do storytelling and companion characters,” 
Ohlen explains, “and how relationships 
work with companion characters from 
previous BioWare games. However, 
because this is an MMO we've had to 
do different things in terms of how you 
control your character. And also, we 
recognise that some players don't like 
pets. You know, some players who've 
used pets in World Of Warcraft don't 
like that gameplay paradigm, so we've 
been sure do provide every player with a 
companion character, but we're providing 


' . players with different levels of control 


~ with the characters. Hopefully, what we're 
doing will bring a lot of innovation to the 

` MMO space, so that even people who 
don’t think they would have liked to have a 
companion character actually will.” 

Of course, there is the concern that 
being able to play a traditional BioWare 
game, with traditional BioWare NPC 
followers is going to diminish players’ 
inclinations to move out into the social 
side of the MMO. Ohlen isn't too fazed. “l 
don't think so,” he shrugs. “We have a lot 
of other gameplay systems that are going 
to encourage group play. Group play isn't 


BioWare is offering the chance to 
play as more than just Jedi characters. 


`~ 


og 
i 2 i? 


ory a x 
ae 
A 4 





bel‏ هه 
The Old Republic will introduce the [i R‏ 
concept of companion characters. P‏ 


-a 


going to be necessary, because if you 
want to play our game and play it from 
beginning to end, without grouping, you're 
going to be able to do that. But, at the 
same time, we know it's an MMO, and we 
have to encourage grouping. So we have 
systems that encourage players to group. 
We even have companion systems that are 
going to encourage players to group.” 
Once again, Ohlen cannot refer to 
the specifics of those systems, but that 
might be due to the fact that they're 
liable to change before The Old Republic 
is released. According to him, this isn’t 
as much of a setback as it has been with 
other games due to the technology they're 
using. Developed by Simutronics for the 
upcoming Hero's Journey, the HeroEngine 
has proved an extremely versatile and 
robust MMO development tool for 
BioWare. 


“IT’S A REALLY good engine,” Ohlen 
declares. “It allows us to work in an 
environment where everyone can make 
changes and edits to the game on the fly, 
and everyone else can see those edits 
on the fly. It allows for a much more 
collaborative development environment. 
Designers and artists can be working 
together, and a designer can say, ‘Hey, 
we need to change the position of this 
building’, and the building is changed 
instantly. Actually, just a few weeks ago 
| was playing one of the closes — which | 
can't talk about [of course] - and | was on 
IM with the combat designer, and literally, 
I'm just like, ‘Yeah, | don’t think this part 
of the balance is really good, we need to 
speed this element up’, and five seconds 
later it happened, right on my screen. He 
was editing it in real time, responding to 
my feedback.” 

Dickinson concurs. “It's a very powerful 
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toolset for rapid prototyping. To see that 
the game we're thinking we're going to 
make is the game we're going to make 
is very powerful. And it’s a real boon to 
development when you can actually test 
out your theories pretty rapidly, so you 
don't go two years down a path and then 
say, ‘Oh, by the way, now we turn combat 
on’, and it’s horrible.” 

BioWare is taking very few chances 
with its first foray into the massively 
multiplayer online space, and hopefully 
The Old Republic will be stronger for it. 
There are many unanswered questions 
about the title - which will inevitably 
lead to doubts as to its viability over Star 
Wars Galaxies, and whether it will be able 
to differentiate itself in a very crowded 
market - but we can't help but get excited 
by BioWare's attempts to introduce its 
formidable storytelling talents to the 
unshaven, World Of Warcraft-playing 
masses. Will it make Star Wars cool 
again? It’s hard to say. Hopefully, with 
some luck, and a lot of effort, The Old 
Republic will become the next 
Knights Of The Old Republic. We 4 
find your lack of faith disturbing. 
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W SO FAR, anyway. Our first quest in TESO started with a = Soe) Er TOY E WHILE NOT quite hitting the same 

dog looking sad outside Daggerfall and eventually led to an 1 | Th levels of fidelity as Oblivion, the colour 
assassination plot involving a key figure within the town. It Re ١ TA, palette and sharp environments are 

has that escalating quality that all of Skyrinî's best quests Bo Yost, he hia definitely impressive. The art direction is 
have, that you think you're doing one thing only to find yourself RF cor ae F 3 a little softer on the fantasy side than the 
as part of a much larger story. That important element from الوا‎ Pe ME grimness seen in Skyrim, leaning more 
the modern Elder Scrolls games has made the jump. ei HW, E e towards the slightly brighter palettes 

۰ seen in Oblivion and Morrowind. The ships 
in Daggerfall harbour looked particularly 
nice, and it certainly looks like it fits the 
visual rules of the Elder Scrolls universe. 









[3] 


W LIKE SKYRIM, TESO is a sharp action 
game as well as a full-featured RPG. 
Commands are assigned to hotkeys, 5 
and the powers resemble those used à = 
in Skyrim, only with a few more hand- 





to-hand specific options to give you an advantage in combat. This has always been 
the key to Elder Scrolls’ continued success — accessibility through interaction. TESO 
is easy to get to grips with in this regard, and should serve Skyrim fans well. 
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W UNLIKE SKYRIM, you're not quite as well 

equipped to spam enemies with your sword 

then run away before tactically defeating them 

— you feel very underpowered by comparison, 

here, and therefore leaning on teamwork does 

have a beneficial effect when taking on larger 
foes. This is particularly useful during a quest where you have to harvest 
items from nearby enemies; we only managed to get what we needed after 
teaming up with other players. 
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[6] ها‎ THE FORMAT of 


TESOis the same - you can 

either carry on with proper 

quests or get out there and 

explore. It’s a pretty, varied 

world, and we encountered 

ruins and dungeons within 

just a few minutes of 

walking outside Daggerfall. 

We went into a dungeon and got battered by two enemies, running away 
with our tail between our legs. Not as easy as Skyrim, but it’s clear that 
there's a lot out there to see, just from an hour of exploring a nearby area, 
which is the lifeblood of any Bethesda RPG. 


— 
55 
ها‎ SOMEONE INVITED us to join their group J 
during our hands-on session; we said no. 
On this occasion, we wanted to absorb 
TESO as a single-player experience, and 
elected not to join forces with the journalist 
trying to derp into our game. You'll bump 
into other players a lot, naturally, but 

there were many moments off in the wilds 
where we felt fairly alone in this giant 


environment. You can do that if you want to. 








[7] E YOU'RE ALWAYS trawling across the environment in Elder Scrolls’ games, 
bringing one thing to another part of the world as part of pretty much all of your quests. 
They're fetch jobs, basically — yet there are always surprises in store that make them 
feel like more than fetch quests. The same applies here. One of the more interesting 
parts of the game we played involved raiding a pirate ship in Daggerfall harbour and 
seeking out assassins hidden away on there; you were basically going there to kill a load 
of enemies, but the narrative frames it in an intriguing way. 
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WORLD OF WARCRAFT 


Released: November 2004 Publisher: Blizzard Developer: In-house System: PC 
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WoW didn't just popularise MMOs, it infiltrated pop culture, set the standard 
for the genre and raised Blizzard into the powerhouse it is today 





E IT’S INCREDIBLE TO imagine that, ten 

5 years later, a game could still be as relevant 
MEM and as important as it was when it first 
launched. World Of Warcratt launched to a great 
deal of praise, and though fans would argue it’s not 
nearly the beast it was back then — and, truth be told, 
monthly subscriptions have reached what we can 
expect to be their peak - it's still showing would-be 
competition what is needed in the genre. Blizzard's 
MMO was a success from the word go, capitalising 
on its rich world built with the Warcraft RTS games 
and twisting it into a third-person RPG. The result? A 
fully explorable world the scale of which the industry 
hadn't even seen, replete with an intricate set of 
storylines, in-depth RPG mechanics and a reliance 
on gear grinding that was at once both repetitive and 
highly compelling. 

Indeed, the reason youre spending hours praying, 
hoping, wishing for a legendary item to drop in 
Destiny is all thanks to WoW, many years before it. 








But that wasn't what made World Of Warcratt so 
enthralling for its players. Simple to understand 
mechanics had gamers hooked early on, but it was 
the social aspect - a one-two punch of faction- 
focused war and city-based hubs - that truly kept 
them coming back. It wasn't particularly original for 
an MMO to feature faction-based PvP, but there was 
something about WoW’s system that felt incredibly 
eloquent. Individual raiding parties would be 
organised by either Alliance or the Horde, which 
then set about hunting down lower-level enemies 

of the opposing faction — a fact that will make the 
words ‘Stranglethorn Vale’ send a shiver down any 
veteran player's spine. There was an ecosystem to all 
this, however; high level players would discover the 
assaults, and set out to give assistance. The attacking 
faction would request more reinforcements and so 
on, until a small case of ganking had dynamically 

— almost naturally - escalated into a sortie for justice, 
honour or whatever belief each group had held onto. 


WORLD OF WARCRAFT? 


FOUR THINGS THAT DEFINED WOW | SEF THE mmo BENCHMARK 
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World Of Warcraft taught MMOs of its day that 
there needed to be a greater sense of purpose to 
your decisions, including the faction you play as. PvP 
is a given, but player-driven raids on opposing cities 
— even in spite of the high-level NPCs that guarded 
the streets — is not something that can emerge 
casually, there has to be a reason. It was enough 
that the races of the Alliance and their equivalent in 
the Horde had a history of hatred, a history that was 
told, shared and expanded throughout every inch of 
vanilla WoW’s questline. Though World Of Warcratt's 
ultimate story touched on that of the undead plague 
—an obvious crossover with that franchise's previous 
outing, Warcraft II - quest lines would pointedly 
remark on the despicable nature of their eternal 
enemies. And even outside of player interactions, 
many of these quests sent you to overcome NPC 
forces in an area to ensure you remember who you 
hated the most. 


It's hard to overlook the addiction that so many 
suffered with WoW. At its height players would spend 
complete days, totally drawn into the world. So vast 


KEY 
FACTS 


: E Despite being 

> known for its huge, 

. detailed world — the 
: various lands of 

: Azeroth actually 

' encompass only 

' 80 square miles of 

` land. Still, exploring 
. all that on foot took 
a very long while, 

١ which made the 

: fact that mounts 

` were so expensive 
Mo genuinely hard- 

. earned reward. 





E World Of Warcraft 


> launched with 
. nine classes: 

: Warrior, Rogue, 
= Hunter, Priest, 


Paladin, Druid, 


= Shaman, Mage 

= and Warlock. What 
© was interesting 

. was - prior to The 

. Burning Crusade 

_ — the Shaman class 
: was restricted to the 
. Horde faction and 

3 Paladins could only 
` be created in the 
Alliance. 








it was that each new area felt like a revelation, a 
genuine new discovery to overturn and dominate. 
There were no loading screens — outside of the initial 
one, anyway — and so it was a seamless experience, 
a journey even. Long before the game implemented 
level 20 mounts and level 60 equivalents that could 
take to the air, exploration was restricted almost 
entirely to the slow plodding of putting one foot in 
front of the other. But with so much to see, so much to 
explore, it made WoW’s realm of Azeroth all the more 
rewarding to see unfold. 

But best of all, it didn't require a behemoth of 
a PC to see it all. By making the smart decision 
to utilise a cartoon-like art style, Blizzard kept the 
system requirements down — making it all the more 
accessible to an even larger group of players. This 
ideology stems through all of Blizzard's modern 
output — most recently Hearthstone’s success in 
bringing the otherwise niche genre of collectible 
card game to the masses — but it was an element that 
was absolutely core to making World Of Warcratt the 
household name it is today. Though it might not seem 
it to look at it, WoW simplified combat and input to a 
point that it wasn't overbearing to any level of gamer. 
The pace at which new abilities were introduced 
meant that it was easy to follow — and in the early 
days the necessary visit to your nearest capital to 
learn a skill gave each new unlock a certain degree 
of significance. There was nothing that was difficult 
to follow, and since there was always a goal to aim 
for — a new level, a new dungeon, a new quest, a 
new weapon - it tapped into that inert need that all 
gamers have: to unlock things. Even now World Of 
Warcraft is simpler and easier to get into than ever, 
a factor that likely makes it one of the most popular 
MMOs still to this day. 
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THE 10 BIGGEST 
MOMENTS IN WORLD 
OF WARCRAFT HISTORY 


WITH A REAL-WORLD TIMELINE SPANNING 10 YEARS, WORLD 
OF WARCRAFT HAS HAD PLENTY OF STANDOUT MOMENTS 





NOT MANY WITNESSED this moment, as it took place during 
the close of the beta servers ahead of World Of Warcratt's launch 
in 2004. Rather than simply flipping a switch to shut them down, 
Blizzard spawned in hundreds of high-level infernal demons from 
The Burning Crusade. These warriors appeared in the game's 
cities and decimated everything, giving players a chance to fight 
for their survival (in vain, as the servers were still shut down). 





SO FAMOUS IS Leeroy Jenkins he has earned his own related 
in-game Achievements and featured as a card in Hearthstone. 
Jenkins made internet fame when a video of his guild preparing 
for a fight sprung to notoriety across the web, providing humour 
to all - even to those not au fait with WoW. The video featured 
po-faced preparation for a fight, culminating in a hasty Leeroy 
racing in — bellowing his name — and the devastation of the group. 
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AS PART OF the final fight in the raid Zul'Gurub players 
encountered a disease named ‘Corrupted Blood’. This disease 
shouldn't have left the raid instance, but some crafty players 
figured out that it would, so contracted the debuff and teleported 
into crowded cities. This disease spread, quickly killing lower- 
level players. An inadvertent bug, but a good example of the kind 
of emergent social gameplay early WoW was capable of. 





AS A WORLD raid boss, Lord Kazzak shouldn't have travelled 
the great distance from the Dark Portal in the Blasted Lands to the 
green hills of Stormwind, but one savvy guild realised he could be 
kited around the world. Making the most of this they managed to 
drag him from the Blasted Lands, to Stormwind, where he would 
decimate any and all that would enter the area. Lord Kazzak was 
practically unkillable, even requiring Blizzard to reset the server. 
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IN MARCH 2006 a dedicated World Of Warcratt player by the 
name of Fayejin died of a stroke. Her guild - with whom she was 
active — decided they would host a funeral for the player. In a 
sadistic twist, however, rival guild Serenity Now decided to use 
this opportunity for a mass ambush, a single player acting as 
subterfuge by joining the candlelit vigil. 





RAID INSTANCES WERE fewer in the early days of WoW, but 
many took a huge time investment — not only to access in the first 
place, but to complete once you were in. Onyxia was different, 
however. Requiring an unusual group of 40 players, Onyxia's raid 
instance didn't require a series of battles to complete - it was a 
short set of trash mobs and then onto the real deal. Battling the 
dragon brood mother was an epic fight that few managed. 





GAMERS DON'T OFTEN appreciate it when their hobby is 
referenced in The Big Bang Theory — what with many of the jokes 
being ham-fistedly forced in with no good measure — but when 
Sheldon's World Of Warcraft account is hacked it was presented 
with a sense of panic that many devoted WoW players will have 
encountered during their time on the game. Hacking was a 
prevalent problem during its most popular days. 











THERE'S AN ARGUMENT that if you've made it into South Park then 
you've truly entered into pop culture fame. In 2006 South Park aired 
its World Of Warcratt special, featuring scenes made from in-game 
assets. It was an instant success due to the self-mocking reverence 
it had for WoW, and opened a whole new level of popularity as 
thousands of new players poured in. 





IN 2007 A 12-year old boy managed to survive a real-world 
attack from an aggressive moose thanks to World Of Warcraft. 
Norwegian Hans Jørgen Olsen claims he yelled at a moose, 
causing it to attack; Olsen survived by dropping on the ground 
and playing dead, a skill he claims he learned from his hunter 
character in WoW. At level 30 hunter's could learn the ability to 
Feign Death that would lose any aggro they might have incurred. 





A LARGE NUMBER of pop culture references have been 
included in WoW by Blizzard, so it's no surprise that Blizzard have 
included a new NPC in the latest expansion pack - Warlords Of 
Draenor — to honour the memory of Robin Williams. Williams was 
an avid player of the game, well-loved by the community for his 
devotion. Williams’ famous roles are recreated, though the most 
popular is the genie, who recites quotes from Disney's Aladdin. 
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MMA FEATURE 


SOLE MMO 
REVIVAL 


As developers finally get to grips with current gen 
and look forward to the next, can MMOs finally 
succeed on the platform that has 

always eluded them? 


assively multiplayer online 
games never found their 
footing on home consoles. 


Every system launched since Sega's ill-fated 
Dreamcast has flirted with bringing MMOs 
away from the desk and onto the couch, 

but the results have varied massively. PC 
enthusiasts can look towards Ultima Online 
as the genesis of the MMO, and similarly we 
can look towards Phantasy Star Online as 
the first foray into console MMOs - the whirl 
of a 56k modem transporting players to 
new frontiers. 

Sadly, the early success of PSO and the 
PlayStation 2’s Everquest Online Adventures 
proved to be an unceremonious high for the 
genre, as developers struggled to balance 
the huge cost associated with MMOs and 
designing a game that was suitable for both 
PC and console audiences. Final Fantasy XI 
arrived with the scope to challenge World 
Of Warcraft, but the menu-driven gameplay 
and interface-heavy combat proved too be 
too much for a controller to handle, while 
Phantasy Star Universe was so shallow that 
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While Xbox One has MMOs, the 
PS4 could easily become the home 
of emergent experiences. 





PlanetSide 2 creative director Matt Higby 


the series became barely a shadow of its 
former self. Both games failed to showcase 
the power of the Xbox 360, nor the potential 
MMOs have on the platform - it’s no surprise 
Huxley never materialised. 

As we approach the end of the current 
console cycle and look towards Microsoft 
and Sony's next-gen offerings, it’s clear 
that the future is looking much brighter for 
MMOs. Seven years after the launch of FFX! 
and PSU, we are finally seeing developers 
begin to tailor their games to the platform, 
instead of lazily porting them and hoping for 
the best. Trion Worlds’ Defiance has proved 
to be an early success, with players flocking 
towards the streets of a post-apocalyptic 
San Francisco in an effort to engage in 
massive firefights. 

“It was a huge learning curve for us 
because there is no other game like it,” 
explained Defiance's senior producer Rob 
Hill. “We had to solve the problems of, ‘How 
do you make it fun for all these people? How 
do you make a boss fun for 50 people? It’s 
never really been done, so it took a lot of 
time for us to figure it out.” 

“The hardware we built it on was seven 
years old, and to have hundreds of players 





on a machine that’s seven years old, and still 
make it competitive with single-and-four 
player games was a challenge,” Hill says, 
though he assures us that Defiance has 
found unlikely success, not on PC, but on 
Xbox 360. “Our largest market right now is 
Xbox 360, which surprised me. Xbox has a 
huge shooter audience, but they really got 
drawn to the tons and tons of players thing. 
Even though we have this really engaging 
Storyline, we find that players spend a lot 
more time at these [large] events. This is 
where they meet other players, this is where 
they make their friends and their clans,” he 
says, adding, “Microsoft was really excited to 
see that, and the fact that they actually got 
an MMO to launch on their platform.” 





A massive boost to the PS4 line-up, 
PlanetSide 2 is coming early 2014. 





































Defiance isn't the only game that has 
found unlikely success on console. In fact, a 
brief chat with Sony Online Entertainment's 
executive producer Larry Liberty reveals 
that DC Universe Online has found a sizeable 
player base on PS3, enough to guarantee it 
a port over to PlayStation 4. “We proved that 
we could get a full-featured MMO onto the 
PS3 and that it could be very successful. The 
majority of our player base Is on the PS3, 
and we get thousands of new players each 
day. Despite the challenges, we have learned 
50 much about how to make this genre work 
better on consoles for years to come.’ 

FFXI and the original launch of Final 
Fantasy XIV were expensive mistakes, but 
it seems Square Enix is finally learning its 
lessons. Final Fantasy XIV: A Realm Reborn 
is a brave new jaunt into the MMO world for 
the developer, with our extensive hands-on 
with the beta revealing a game that is not 
only set to expand upon the previously held 
expectations of theme park experiences, but 
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implement two different interfaces at the 
same time.” 
While A Realm Reborn will be making 





















finally prove that fully fledged MMOs have a 
place mapped to a 16-button gamepad. 

“When we started development on A 
Realm Reborn, our first goal was to create 
a perfect mouse and keyboard control 
scheme, as this has long been the global 
standard for MMORPGs. Once that had 
been created it was then vital to make a 
gamepad interface that would not be slower 
than the mouse and keyboard setup when 
actually playing the game,” reveals director 
and producer Yoshida Naoki. “So basically, 
the project's objective was to realise two 
different but equal control schemes for two 
input devices right from the start. This was a 
massive challenge from both a costs point of 
view and also from a technical one.” 

Final Fantasy’s multiple attempts to break 
into the MMO console scene were plagued 
with interface problems, and this is the 
major design hurdle that newly emerging 
games will need to overcome should the 
genre find success on the platform. We are 
already seeing many developers already 
making strides to fix the ghosts of the past; 
with Sony’s PlanetSide 2 experimenting 
with touchpad control on the DualShock 
4 and ZeniMax’s The Elder Scrolls Online 
creating systems in-line with the solo RPG 
outings. For A Realm Reborn, Square Enix 


Final Fantasy XIV: A Realm Reborn 
director Yoshida Naoki 
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was eager to bring the full MMO experience 
to consoles, and has created two separate 
interfaces no matter your poison, be it 
controller or traditional set-up. 

“If you try to map the traditional RPG 
command implementation system on to a 
gamepad then you will need a three-step 
process of specifying the target, selecting 
the action you want to perform and then 
pressing a button to perform the action,” 
says Naoki. “In doing this, an action that 
could be done in two stages on the PC and 
this will unavoidably influence the speed of 
decision making and player action, which 
will cause massive problems for cross 
platform play.” 

“To address this we invented the cross 
hot bar interface, which allows up to 16 
different actions to be activated via a two- 
step process using the L2 and R2 triggers. 
lt was an incredibly tough challenge to 








Final Fantasy XIV: 
A Realm Rebornis 
coming to PS4 in 
2014, ashowcase 
for the system's 
MMO potential. 


Defiance has 
been a surprise 
success on console, 
with the Xbox 360 
boasting the highest 
server population. 








the jump to PS4 in 2014 alongside The Elder 
Scrolls Online, the game will be about ready 
to go on PlayStation 3 and PC by the time 
this issue of games™ is in your hands — and 
if it fails to resonate with players once again, 
then the chance of other big budget MMOs 
making their way to consoles could 
already be in jeopardy before next- 
gen even begins. That's why we 
are looking towards Sony Online 
Entertainments’ PlanetSide 2 and 
DC Universe Online as brave examples 
of different kinds of experiences making 
the transition. 

“Our plan right now is to basically 
take the PC game with maximum settings 
and have that be running on the PS4,” says 
PlanetSide 2 creative director Matt Higby. 
“So there won't be any limitations in terms 
of number of players, there won't be any 
limitations on the maps - 50 you aren't going 
to get any dumbed down maps or anything 
like that - the biggest difference that you'll 
see is going to be interface elements, 
they'll be customised to work better with 
a console controller and other tweaks that 
make things work on a console game. But 
























there won't be any core gameplay mechanic 
changes that make PlanetSide what it is. 
You'll still have thousands of players per 
continents, all the vehicles and really deep 
character progression - all that stuff is 
going to remain intact.” 

“PlanetSide at its heart is an FPS, and 
FPS games work pretty well on consoles. 
People will come into arguments over 
whether a keyboard & mouse is a superior 
control device for an FPS game, but an FPS 
game is fully controllable on a console and 
the PS4 obviously has some really cool 
mechanics that allow the user interface to 
be even more interesting on a console. For 
instance, the ability to have tilt control ona 
flight model [using the DualShock 4 SixAxis] 
is pretty neat. It’s something PC players 
won't have access to,” says Higby. 

Higby revealed that the team behind 
PlanetSide 2 is working 60-80 hour weeks 
to not only continue to update the PC 
version, but to make sure the port is as 
similar to the PC iteration as possible. We 
are only just starting to see what the future 
holds for the Xbox One and PS4, though it’s 
certainly an exciting time to be both a fan of 
MMOs and couch gameplay. Higby believes 
that publishers have finally learnt from the 
past and are ready to utilise next-gen as a 


way of opening the gates to new worlds 
and experiences. 

“| do think we are going to see a big shift 
in connectivity, with massively multiplayer 
games becoming the norm, as publishers 
Start to catch up with server technology 
and... these games aren't simple to do, that’s 
why we see so many broken and busted 
companies along the organ trail towards 
MMO games, because it is very challenging 
to run them, but | think as more people are 
seeing the potential, it’s really exciting 
to see what they are coming up with.” > 
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THE RISE 
OF AMBIENT 
CONNECTIVITY 


THE PLAYSTATION 4 and Xbox One 
are still frustratingly out of reach, and 
until the consoles are in our lounges 
we won't be able to fully understand 
what the increased presence of 
connectivity and cloud based gaming 
will bring, though PlanetSide 2 creative 
director Matt Higby is excited about 
the potential these new consoles will 
bring. “To me, the thing that is most 
exciting about this next generation 
of consoles and the connectivity 
that they're going to have is just 






















7 seeing what people do with ambient 
connectivity. There are a lot of games 
that have come out recently like 
Journey and Demons’ Souls, games 
like that, that just have this ambient 
connectivity built into them, and I'm 
really excited to see what the next 
generation of consoles does for that.” 
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E PlanetSide 2 is bringing the full 
PC experience onto PS4, though the 
servers will still be separated. 












































WILL THE ELLER 
SCROLLS ONLINE 
REVOLUTIONISE 
NEXT-GEN MMOS? 





> 

t's almost implicit when discussing any upstart fantasy 

MMO to compare it to the perennial dominant leader in 

an increasingly cluttered genre, World Of Warcraft. As 

perfunctory an observation as it is, the association is somewhat 

more pertinent in the case of The Elder Scrolls Online, given 
how unusual it is that few publishers have attempted to mine an 
MMO from an existing world-conquering IP. That's exactly how 
Blizzard started on its journey back in 2004, and now Bethesda is 
making similar strides with its Elder Scrolls brand. But what type of 
experience will The Elder Scrolls Online be? Is it a brand new Elder 
Scrolls game with a few concessions made so it satisfies the MMO 
criteria? Essentially Skyrim but with human interactions? A fresh 
experience tailored towards MMO convention, albeit it with the likes 
of Altmer and Khajit skins? 

As it turns out, developer ZeniMax Online Studios pitches The Elder 
Scrolls Online as Skyrim with online players, almost to the point 
where the MMO element is disguised by the familiarity of the series’ 
last single-player RPG. The combat system, the quests you embark 
on, the dialogue from NPCs, the geography of the world - this is Elder 
Scrolls through and through with the DNA of its solo adventures 
coursing through its veins. It's a new world and anew genre, but 
there's a pervasive sense of familiarity. “A lot of the influence behind 
why we made The Elder Scrolls Online was because you'd see your 
friends online playing Oblivion and Skyrim and you couldn't play with 
them,” explains PvP designer Brian Wheeler. “So we should make 
an online version but keep it familiar. If you've played an Elder Scrolls 
game, our goal is to make this one feel familiar.” 























TAMRIEL DOESN'T LOOK QUITE AS MALME 
DETAILED OR AS DENSE AS SKYRIM DOES 
ON A NUCLEAR-POWERED PC, BUT THAT’S © 
THE ONLY CLUE YOU RE PLAYING AN عند‎ N, ل‎ 





1 


») This is demonstrated within the opening hours, taking a similar 
introductory approach as Skyrim, Oblivion and Morrowind- you 
create a character and you're then thrown into a huge world with 
nothing more than your own curiosity and a map sprinkled with 
icons to guide you. NPCs are dotted around the world to interact with 
for idle chatter, while distant hilltops and mountains suggest a vast 
terrain to slowly explore and pick apart. Understandably, Tamriel- 
the vast continent The Elder Scrolls is set within — doesn't look quite 
as detailed or as dense as Skyrim does on anuclear-powered PC, as 
concessions have obviously been made to allow for the massively- 
multiplayer side of the title to flourish. But that's the only obvious 
clue from the beginning that what you're playing is an MMO. Wheeler 
agrees, pointing towards design elements aimed at the console 
audience. ‘It plays like Skyrim, so it's going to be familiar to [console 
gamers]. Same controls, same world, same look and feel. Its going 
to be perceived more as a good RPG and a good Elder Scrolls game 
that you get to play with your buddies than a good MMO.” 


he strangest thing about The Elder Scrolls Online is how 1 
easily other players blend into the experience, to the point Dodging and blocking Has become a 
where you don't instinctively notice them. Given the character more important part of combatage the 
creation limits, new players end up looking like odd NPCs at worst, easiest way to kill enc جات‎ 
a »fuss is to disable their attacks first. 
other players easily fit in with the world — the only giveaways from . 
2١ adistance are eccentric behaviour you'd only see from a human 
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HOW TO PICK YOUR CLASS 


One of the earliest decisions to make is what class and skill tree to follow. Templars have the 
options of Aedric Spear, Dawn’s Wrath and Restoring Light. But how do the skill trees differ? 


AEDRIC SPEAR 


The most basic of the 
Templar classes, Aedric 
Spear is primarily a melee 
class that’s backed up with 
basic ranged support. 


ULTIMATE 


RADIAL SWEEP 
PUNCTURING STRIKES 
PIERCING JAVELIN 
FOCUSED CHARGE 
SUN SHIELD 
SPEAR SHARDS 


PASSIVE 


PIERCING SPEAR 


DAWN’S WRATH 


Those opting for Dawn's 
Wrath get ranged fire 
attacks, making it a better 
class to use alongside a 
melee or ‘tank’ style brawler. 


ULTIMATE 


NOVA 
SUN FIRE 
SOLAR FLARE 
BACKLASH 
ECLIPSE 
BLINDING LIGHT 


PASSIVE 


ENDURING RAYS 


LEVEL UP 


When you level up, you invest 
points into either Health, 
Magicka or Stamina, which 
represent permanent boosts 
to that particular attribute. 
You can also unlock skills 

for your class that slot into 
your hotbar. You can switch 
classes by unlocking skills 
outside of your chosen tree 
too, but if you want to get on 
with the simple art of playing 
and slaying your foes you can 
employ a sort of automatic 
levelling up system, which 
leaves the game in charge 

of the maths behind the best 
path for you to take. It seems 
a bit pointless — after all, the 
choice when levelling up 
seems to be the main reward 
for playing - but it is another 
option to consider. 





RESTORING LIGHT 


The healing class. Those who 


choose the Restoring Light path 


willstruggle when it comes to 


damage output while excelling 


at support. 


ULTIMATE 


RITE OF PASSAGE 


ACTIVE 


RUSHED CEREMONY 
HEALING RITUAL 
RESTORING AURA 
CLEANING RITUAL 
RUNE FOCUS 


PASSIVE 


MENDING 





There are lots of stunning environments 
in The Elder Scrolls Online that demand 
exploration, with the geography matching 
that of previous games. 


player online, such as jumping up and down on the spot, or odd 
names like CucumberMash or HaloFan338. Outside of the PvP 
zones, your interactivity with them is limited to chatting and trading, 
or teaming up to take down monsters. That kind of spontaneity 
didn't occur too often in our brief hands-on, simply because players 
seemed to default to the one-player-versus-the-world mentality. 

This lone-wolf mindset extends to quest design, with ZeniMax 
highlighting a small selection to games™ that swing between 
classic MMO fetching and Elder Scrolls busywork. One such quest 
is that of the Frozen Man, where you're asked to venture into an ice 
cave to save a frozen companion. The cave seems to be guarded 
by a spirit that won't release the frozen victim until you've figured 
out its identity. This is presented in the form of gathering clues but, 
in gameplay terms, it’s just finding the three key items inside the 
cave. This eventually led to an interesting mini-game of figuring 
out which of the various guises was the Frozen Man himself, 
something that wouldn't feel too out of place in previous Elder 
Scrolls titles. 

Certainly there's a sense that, given the overwhelming success 
of Skyrim, ZeniMax sought to capitalise on what worked and not 
stray too far off the beaten path. “Sure, we looked at Skyrim and 
took some cues from it, Oblivionas well,” admits Wheeler, before 
discussing other elements that do and don't return, and that have 
been given an MMO twist. “Some things we have unfortunately 
not been able to do, like dragons - they didn't exist at that point in 
the timeline. But we took a lot from Skyrim, especially regarding 
the elder scrolls, if | recall that was the first game where you could 
actually obtain an elder scroll. We've used that so, in PVP, a goalis to 
take an elder scroll from your enemy. The things we are allowed to 
do with the world and the IP are always growing.” 

There's an elephant in the room, though, in the form of combat. In 
that regard The Elder Scrolls Online unavoidably takes its cues from 
genre contemporaries. You level up and unlock active or passive 
skills, with the active skills being placed onto a hotbar. You can use 
up to five, with acool-down ability limiting how often you use them. 
Among the challenges of developing engaging combat mechanics, 
Wheeler cites the design of the keeps as a particular obstacle the 
team had to overcome when approaching combat: “Making sure 
[they] worked - the space and how big they are. Keeps are large so 
there can be lots of movement. They aren't vertical; they stay pretty 
flat to make sure that it's not a layered fight. We left it open, but you 
blow up parts of the walls and keeps to get inside.” 

Nothing new for MMO fans, but this changes things for Elder 
Scrolls veterans. There's a litany of modifications, for example, 
archers have unlimited arrows that all fire standard shots, but to fire 
flaming or poison arrows, you need to unlock the ability and equip 
it on your hotbar. Understandably, this has a dramatic effect on the 
dynamics of combat, and there are further changes that embrace 
MMO conventions within the Elder Scrolls framework. 
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he challenge for translating the experience to console is 
incorporating the various active skills on a pad alongside the 
usual Elder Scrolls controls. It's something ZeniMax Online 
is still working out. “The mouse control movement translates 

really well to the thumbsticks,” says Wheeler. “When it comes to 

the activation of skills, we are debating whether it's face buttons or 
something else, but there are people back at the studio who have 
used third-party programs and mapped the PC version to a pad 

and played it. We are still nailing down the control scheme but it 
plays just fine. The regular Oblivion-style combat of left block, right 
attack is what we are looking at for a starting point but there's a lot 
of tweaking still to go.” 

One area of The Elder Scrolls Online that is yet to be revealed in 
any significant depth is one that could potentially define its success 
— PvP. Having player versus player functionality in the Elder Scrolls 
series has been something of a wishlist feature for fans for many 
years. But it wasn't quite as simple as that. “A lot of when we were 
first going through the discussions of which zones would be PvP,” 
Wheeler tells us. “We knew Cyrodiil would be part of it because, 
if you look at the timeline, this period says ‘civil war’, that’s all it 
says. So we were like; okay, Imperial City, let's get started from 
there. It kind of grew out of that. Imperial City was too small and 
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The official blurb for The 


This should help explain 
the context... 


IT SET? 
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Elder Scrolls Online is that 
it’s set ‘before Morrowind 
and Oblivion’, which doesn’t 
help a great deal if you're 
not familiar with the lore. 


4 


Finding other players in 
The Elder Scrolls Online is 
an unusual experience, as 
you don’t really need them 
to play and they tend to fit 
in the world so well. 
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we wanted larger fights so we pulled out into Cyrodiil itself while 

making sure what we were doing was okay with Bethesda. And 

they said ‘Sure, it's 700 years before Oblivionso we have some 
freedom. So the topography is all the same - same terrain. 

We took landmarks and did different things with them. Various 
broken ruins in Oblivion are full castles in our game. 
It was fun to look at the map and work out how to 

take Oblivion and work it into a PvP game.’ 

Far from a slave to two masters, The Elder Scrolls 
Online seamlessly unites the best elements of two 
neighbouring worlds. Indeed, Zenimax's approach is 
indicative of a fresh perspective towards the genre, placing 
an emphasis on role-playing, while wrapping multiplayer 
sensitively around its features. If the gamble pays off, it could 
finally see the genre flourish outside of the PC market. “That 

would be awesome if we did lead the way, and very humbling 

at the same time,’ enthuses Wheeler. “To be one of the guys that 

helped make an Elder Scrolls game that spearheaded MMOs to 

become popular on console. That would be awesome.’ 
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The Elder Scrolls Onlinewill be released on PC, PS4 and 
Xbox One Q1 2014. 
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| THE DAWN ERA 
E The birth of time. This 
period of pre-history 
is prior to the advent 
of mortals on Tamriel, 
and knowledge of this 
time is known only 
through mythological and 
religious teachings. 


T THE FIRST ERA 
E This is when the lore starts to 
become dense with detail and 
events, as the Elder Scrolls lore 
becomes fleshed out around this 
point. The key events are the 
creation of the First Empire and 
Second Empire, the latter of which 
saw Reman Cyrodiil ruling over all. 


| MERETHIC ERA 
E This is when the Aedra 
created the realms of Mundus 
and Aetherius and also 
when the Daedra created the 
spheres of Oblivion. Again, 
not much from this era is 
well-documented within the 
world of The Elder Scrolls. 
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THE ELDER SCROLLS ONLINE SEAMLESSLY 
UNITES THE BEST ELEMENTS OF TWO 
NEIGHBOURING WORLDS 


1 


n The Elder Scrolls Online is 
set. The Cyrodiilic Empire rules and creates 
organisations such as the Fighters Guild 
and Mages Guild. War tears Tamriel apart 
when the last leader, Savirien-Chorak, is 
assassinated without an heir to the throne. 
The era ends when Talos, known as Tiber 
Septim, conquers all of Tamriel. 














THE THIRD EF 

E This is the era of the Empire 
of Tamriel, ruled over by the 
Septim Dynasty. This is also the 
era that Elder Scrolls fans will 
be familiar with, as The Elder 
Scrolls: Arena, Daggerfall, 
Morrowind and Oblivion all took 
place during this era. 
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THE FOURTH ERA 
E This era begins when the 
Septim Dynasty falls, marked 
by the death of Martin Septim. 
Skyrim is set during this era. 
Also - dragons! The official 
reason for them not being in The 
Elder Scrolls Online is that they 
didn’t exist in the Second Era. 
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THE SECOND OECADE 





CELEBRATING TEN YEARS OF EVE ONLINE 


Eve Online is celebrating its tenth year, and with subscriptions 
higher than they've ever been, CCP Games is in an excellent 
position as it begins to prepare Eve for the next decade 


ve Online is quite unlike any 
other gaming experience 
available on the market. When 


CCP Games first opened the wormhole to the 
galaxy of New Eden on 6 May 2003, the MMO 
struggled to find its feet. Gamers were split, 
with some becoming enamoured with a world 
ripe for exploration, while others were turned 
off by the unconventional gameplay the space- 
sim heralded. Yet here we stand a decade later, 
with Eve Online healthier than ever before. 
Growing consistently since launch, 
the 500,000-strong subscriber base is a 
testament to what a community-driven game 
can achieve. Still, Eve Online is considered 
something of an enigma for the industry 
at large. At its core, Eve is built to support a 
number of player approaches, whether your 
forte is combat or administration. Every aspect 
of Eve Online is built to encourage social play 
between its players — while you could go out 
alone, form your own corporation and make a 


living mining asteroids and trading with other 
small colonies, it’s likely the operation would 
quickly get shut down by one of the larger 
factions who control entire regions of the 
Tranquillity server. For the seasoned gamer, 
Eve Online is often an exhilarating experience, 
but as time goes on, any new players will need 


INFORMATION 


FORMAT: PC 
PUBLISHER: CCP Games 
DEVELOPER: In-house 
ORIGIN: Iceland 


Unlike most other subscription-based MMOs, Eve Online continues to 
expand its world, hitting the 500,000 active players mark earlier in 2013. 


to keep their heads down and adopt thick skin if 
they want any chance of integrating themselves 
with its living ecosystem. 

Business is a dangerous game in the 
world of New Eden. The game features a fully 
functioning economy that fluctuates and bends 
much like its real-world counterpart. CCP 
stepped back from many aspects of Eve Online, 
instilling its players with complete control 
over the world and its destiny. The economy 
has been crashed on several occasions by 
corporate espionage. Huge space battles 
involving thousands of ships can warp the cost 
of integral warship materials, turning the tides 
of year-long wars between rival colonies, With 
tens of thousands of planets to fight over, the 
limits of Eve Online's expansive player base 
are still yet to be fully tested. For the casual 
bystander, not concerned with pouring hours 
into trade federations and spreadsheets, Eve 
Online's tales of deception and betrayal make 
for an incredibly interesting game to read 
about, but perhaps the most boring to play. 


BACK IN 1998, when CCP Games took its first 
steps towards creating the ambitious world of 
New Eden, it could hardly imagine being at the 
helm of such an interesting social experiment. 











EVE’S GREATEST MISDEMEANORS 


Here we track some of Eve Online's most important gameplay and social events that have helped shape 


the game over the course of its ten-year history 





EVE LAUNCHES 
CCP Games released Eve Online to little 
fanfare due to issues with distribution. It 
received a mixed critical and commercial 
debut, though would quickly earn itself a 
devout following. 





A POLITICAL PARTY IS FORMED 
CCP Games formed the Council Of Stellar 
Management. 66 candidates went for nine 
positions, creating an in-game democracy, 
giving players direct communication with 
the developers. 
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WORLD’S LARGEST PVP BATTLE 
Over 3,000 players clashed over territory 
in the LXQ2-T system after tensions boiled 
over between corporations. It prompted CCP 
to develop a system to effectively kill lag to 
allow for large scale battles in the future. 








BATTLE OF ASAKAI 
One of the biggest unplanned battles in 
Eve Online's history occurred after a pilot 
mistakenly warped a Titan warship into 
low-security space, prompting nearly 
3,000 players to battle over its fate. 





STOCK MARKET CRASH 
One of New Eden's largest banks, EBANK, 
was hit with controversy as its CEO was 
found to be embezzling over 200 billion 
ISK, which he converted to dollars and 
used to put a down payment on a house. 


POLITICAL SABOTAGE 


GoonSwarm were able to plant an 
undercover agent into their rival’s highest 
ranks. After years of planning, it took but a 
few minutes to throw the entirety of New 
Eden into chaos. 


THE $51,000 PONZI SCHEME 
There have been some big heists in Eve, but 
nothing matches Phaser Inc's scandal that 
netted the trickster over 1 trillion ISK — over 
$51,000. A simple Ponzi scheme managed 
to trick over 1 per cent of the player base. 


THE CROSS PLATFORM 
EXPERIMENT BEGINS 
Dust 514 sees its servers connected to the 
main Eve Tranquillity server. Dust players 
will be able to influence the economic and 
political situation in the stars above. 





Struggling with money, the studio was forced 
to release a family board game (featuring 

the cross-dressing Mayor of Reykjavik), 

which went on to sell 7,000 copies in its native 
Iceland. The success of ‘Hættuspil’ enabled the 
company to hire artists, purchase equipment 
and begin to craft the world. 

Now, CCP Games couldn't be further away 
from those teething issues. Eve is a globally 
recognised brand, and you only need to look 
towards Fanfest in Reykjavik to see what 
the company has achieved over its 16 years 
of life. Fanfest is the annual celebration of 
everything Eve Online related, and 2013 saw 
1,400 eager pilots make their way to Iceland 
to meet fellow corporation members, talk 
over trade disputes and grab a drink with 
developers. Ten years of Eve has seen one of 
the most dedicated communities in interactive 
entertainment emerge, and it all came to a 
head when CCP Games created the Council Of 
Stellar Management. 

The player-elected council represents the 
views of the players directly to the developers, 
bringing areal democracy to the world of New 
Eden. The Council are flown out regularly to 
Iceland to convene with members of CCP and 
can instil real change across the universe. 








Dust 514 lets 
players on PC and PS3 
interact as the world 
of New Eden crosses 
over to consoles for 
the first time. The 
game is free to play 
and available via the 
PSN store. 





With its own economical and political systems, 
Eve Online is a game where its players don't 
want an escape from reality - they want an 
escape to a reality, 21,000 years in the future. 
2013 threatens to be Eve Online's most 
important year yet, sculpting out the 
immediate future for New Eden. After a 
lengthy beta period the PS3’s free-to-play FPS 
Dust 514has seen its servers connected to 
Tranquillity, and by the time games™ reaches 





print the cross-platform experiment will be 
well underway. The actions of planet-side 
players will have direct ramifications on the 
debauchery happening in the stars above, 
yet another example of CCP’s dedication to 
pushing boundaries of social gaming. 

So the future is looking good for Eve Online. 
As its subscription numbers continue to climb, 
with new players desperate to get in on the 
regime-toppling antics that make Eve Online 
such an entertaining game to read about. 

At Fanfest 2013, CCP Games demonstrated 
the global power its space-sim now holds. The 
developer demonstrated a tech demo dubbed 
EVR, which saw small teams taking to the 
galaxy equipped with Oculus Rift headsets for 
intense dogfights. CCP announced that a TV 
series adaptation drawing on user-submitted 
stories is in the works, as well as a variety of 
new features for existing players to enjoy. It 
might require some difficult first steps, but the 
next decade of Eve Online looks far too £7 
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tempting to overlook. = 
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10 YEARS OF 





BLIZZARD’S GAME DIRECTOR ON WOW, TOM CHILTON, REFLECTS 
ON A DECADE OF MMO DOMINANCE AND HOW BLIZZARD'S 


EXPERIMENT CREATED A POP CULTURE ICON 


ow many game developers can say 
H they created something that impacted 

the world to the point of being a major 
plot point in not one, but two different comedic 
shows in the US? That could help inspire an entire 
web series (that in turn helped launch and popularise 
the concept of web TV shows), change the way other 
game developers think about rewarding players and 
become so synonymous with its genre that it’s basically 
interchangeable with it. 

Make no mistake, World Of Warcraft has been one 
of the most extraordinary gaming stories of its decade- 
long life span and as its latest expansion, Warlords Of 
Draenor, lands we thought we would sit down with 
its game director Tom Chilton to reflect on the last ten 
years and what it has all meant to him. 

“Its awesome,” he enthuses. “It’s still makes me 
beam with pride every time I see World Of Warcraft 
being mentioned, whether it’s on The Big Bang Theory 
or whatever, it’s really cool when that stuff happens 
and a lot of times it’s really funny. In general, we’re 
very appreciative and lucky that World Of Warcraft 
has had that place in pop culture. That’s just a happy 
outcome of having a game that worked out.” 

Speaking to Chilton at this auspicious time, it’s 
interesting to find him express with such humility 
the way WOW managed to take over the world. Surely 
there was more to this than things having just “worked 
out”, as he put it? At a time when developers talk of ten- 











games" 85 





J) year plans, was Blizzard thinking that far ahead 
as it began this epic adventure? 

“We had a variety of different ideas for what 
expansions we could create, but we were very 
much going with the flow and flying by the seat 
of our pants, because Blizzard had never made 
an MMO before and it was still very uncertain 
what was going to happen”, Chilton admitted. 
“Tt’s only more recently that we’ve been able to 
start to look up a little bit more and look out into 
the distance.” 

And so begins to emerge a picture of World 
Of Warcraft that is not the polished, corporate 
behemoth we have come to see it as today, 
but rather a small team of developers working 
overtime to establish a new genre. All those 
years ago, as Blizzard looked to build on the 
success of its titles, Warcraft, Starcraft and 
Diablo, the MMO felt like a field it could really 
make an impact on. However, it remained a 
foreign land to the ragtag band of developers 
from across Blizzard who joined to finish the 
original game back in 2004. 

“T came to Blizzard to work on Warcraft very 
much as a Warcraft fan from the Warcraft RTS 
games and there was a lot of influence and a 
lot of interplay between the RTS team and the 
World Of Warcraft team. Back then, when I came 
on board, the company was small enough for us 
to all fit on one floor of a smaller building than 
we have right 
now”, Chilton 
explains. “Pretty 
much the entire 
design team 
from Warcraft 
3: The Frozen 
Throne, the 
base game and basically all of the design team 
that was still at Blizzard from Starcraft were 
working on World Of Warcraft.” 

Since then, though, Blizzard hasn’t been 
sitting on its hands, as Chilton explained earlier, 
there were always ideas for ways to build this 
world further, if not a firm plan. Quite apart 
from the five expansions the game has enjoyed 
over the last decade, each bringing with it new 
quests, dungeons and stories to Azeroth and 
beyond, we’ve also seen the graphics and models 
of WOW evolve too with each release. We asked 
Chilton for an insight into how these massive 
new extensions are put together. 

“We always try to think what dungeons 
would really make sense with the zones that 
we're creating”, he explains. “Are there hooks 
into Warcraft lore we can leverage that feel like 
they would be really exciting 
for players to explore and 
experience? Then we continue 
to move down the line from 
there. Once we have a sense 
of what the dungeon is, what 
it’s about and who’s in it, then 
we start thinking about what 
bosses might be in it. What 
are some characters that really 
drive why that dungeon would 
exist? What are they about? 
What are their goals? What 
are their motivations? What 
are their personalities? What 
are they like? And then we 
start to come with the actual 
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mechanics that make sense to go with that boss. 
At that point we drill down more and more in 
terms of what the great gameplay experience is 
on a moment-to-moment basis that really helps 
to realise that greater fantasy.” 


different approach is needed for 
At grander gameplay and world 

enhancements that Blizzard 
wants to explore, however, as the team is far 
more reactive to player needs than you might 
expect. “Interestingly, while we are able to look 
ahead much more effectively now in terms of 
game content and themes of future expansions, 
we do that much less so with game features”, 
Chilton reveals. “With game features, we very 
much tend to approach them an expansion at a 
time, because it’s very difficult to understand 
and predict the way the player base is going to 
evolve and understand what the needs of the 
player base are going to be.” 

And by player base he was keen to clarify 
that meant not only current players but also 
those who may have walked away from WOW in 
the past or those who’ve never played Warcraft 
before and who Blizzard wants to bring into 
the fold. “It’s hard to know how long they are 
going to be interested in doing daily quests, or 
dungeons before they want something else. 
What is that something else going to be and 


what’s the change of pace going to be? It’s very 
difficult we find to predict significantly in 
advance. We have a couple of ideas for marquis 
features we can do in the future, but it’s difficult 
to say exactly when those might line up.” 

As an example of this, World Of Warcraft 
has become significantly easier to access and 
navigate, as a direct response to an ageing 
audience who want to get into their games faster 
as Well as perhaps some newer, more impatient 
gamers used to the streamlined lobbies of COD 
and Halo. “We find that our players want to be 
able to interact with the game more casually now 
than they have in the past”, admits Chilton. “So 
even though they have very nostalgic notions 
of the hardcore past, that’s not how a lot of the 
player base wants to play the game or interact 
with the game anymore. That’s one way in which 
the audience has changed. 

“Also, the audience has now 
in a lot of ways experienced 
the core gameplay of World 
Of Warcraft and there’s an 
amount of it that they really 
like and appreciate that feels 
kind of like home to them, and 
at the same time they have an 
appetite for doing some new 
stuff. So one of the biggest 
challenges is trying to identify 
on an expansion-by-expansion 
basis what the new stuff is and 
exactly how to focus on that 
and how to make that a good 
new experience.” 





“WE DIDN’T WANT THEM TO FEEL THAT THEY HAD TO PUT 
UP WITH 60 LEVELS OF LOWER-QUALITY CONTENT TO GET 


INTO THE MORE CURRENT, BETTER STUFF” 





But it’s a balancing act that has proved 
divisive at times, not least because terms such 
as ‘casual’ tend to be received with hostility 
by gamers who consider themselves hardcore 
fans of WOW. Chilton wanted to make sure his 
understanding of the phrase was clear to us. “I 
would definitely want to clarify that accessibility 
and being able to interact with the game more 
casually, doesn’t necessarily mean that people 
don’t want a challenge and those too often get 
confused with each other”, he tells us. “There’s 
the amount of time you spend and then there’s 
the degree of challenge and we’ve actually gone 
out of our way over the years to service more of 
those different levels of challenge. That’s why we 
have essentially four different difficulties of raids 
now. When World Of Warcraft first launched we 
only had ‘pretty hard’.” 

It’s a tough balance to strike, not least in the 
area of team building, where players gather to 
take on new quests together. Once upon a time 
it would have meant organically finding allies 
in Azeroth and leading them to the mission at 
hand, but now it can be more automated. Great 
for jumping into a game, but perhaps losing 
some of the social element that helped to make 
World Of Warcraft such a phenomenon. It is one 
area where technology has trumped tradition. 

“As matchmaking mechanics have progressed 
over time people have much less of a tolerance 
for waiting around to 
get people together 
for group content, so 
that’s definitely one of 
the trickier things for 
us to balance as we 
go forward, because 
we want to achieve a 
balance of cohesiveness between the groups and 
social interaction within the groups while also 
making creating those groups easier”, explains 
Chilton. “Fortunately the evolution we’ve had in 
terms of cross-server technology is really helping 
in that regard. When you think back to World Of 
Warcraft ten years ago and absolutely nothing 
was cross server, when we first launched the 
game we didn’t even have the ability for players 
to transfer servers; you had to make a completely 
new character on a different server if you wanted 
to move.” 

But there are those who still pine for the old 
days, thinking fondly of the long hard slogs 
through Stranglethorn Vale to Booty Bay, the 
challenge of the single-difficulty raids and so on. 
While Chilton understands people looking back 
ten years and thinking fondly of the early days of 
WOW, he tends to think such memories are more 
rose-tinted than people think and that if they 
really went back, they would realise how much 
they take new features for granted. “I think what 
a lot of people do is they confuse the emotional 
state they were in as a gamer, as it relates to the 
game at that time, with the actual gameplay 
of the game. When the game is new to them, 
everything is new and they’e discovering things 
for the first time and the rest of the audience is 
discovering things for the first time, there’s a 
different sort of energy and drive that players 
have that makes them a lot more willing to put 
up with hurdles and crap, essentially, to deal 
with that stuff and still have an enjoyable time; 
have a great time. You can’t put people back in 
that greater frame of reference. You cant make J) 


OF 
WARCRAFT 


The amazing numbers that make 
up the rise of WOW 
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OLD DAYS OF WARCRAFT AND ITS DARKER, MORE APOCALYPTIC STORIES. 
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| THE WOW ENGINE HAS ACTUALLY COME A LONG WAY SINCE ITS RELEASE TEN YEARS 
AGO. THE SIMPLE CARTOON STYLE MEANS IT RUNS ON PRETTY MUCH ANY PC. 
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You should be familiar with World 
Of Warcraft by now, but if not here’s 
some terms you need to know 


THUNDERFURY One of Wows most 
famous legendary weapons, this level-80 
sword is pretty much synonymous with the 
badass weaponry fans love from this title. 


CORRUPTED BLOOD A plague that 
originated in the dungeon of Zul'Gurub. It 
wasn’t supposed to leave the dungeon, but 
players realised they could teleport out and 
the infection spread, decimating servers it 
was released on. It has since been patched, 
but was studied by disease-control experts. 


LEEROY JENKINS what started out as 

a video of a trigger-happy guild member 
running into a boss battle without his 
team became a world-renowned meme and 
shorthand for hot-headed teammates who 
don’t listen to the plan. 


HEARTHSTONE A device that allows 
players to teleport home, often back to an 
inn. It now lends its name to the trading- 

card game Hearthstone: Heroes Of Warcraft. 


GOLD FARMING The act of accumulating 
in-game gold for sale in the real world for 
real money. A practice associated heavily 
with China and Indonesia, although not 
exclusive to those regions, it is against 

the terms and conditions of the game and 
participating in the sale of in-game gold can 
lead to be being banned. 


RAID A gaming instance of player vs 
environment (or PVE) for five to 40-player 
groups each broken up into teams of 
five. Its essentially a co-op versus the 
Al-scenario battle. 


CORPSE JUMPING The act of constantly 
dying and respawning in an attempt to 
reach an objective, area or NPC. The player 
will run toward their objective without 
attempting to fight through a mob, die doing 
so, and then travel back from the graveyard, 
respawning as close to their destination and 
as far from their dead body as they can. 


GUILD An in-game association of players, 
often with a common interest in style of play 
or preferred gaming modes. It is also the 
term that inspired web series The Guild. 


CATACLYSM The end-of-the-world event 
that changed much of WOW with its 
expansion in 2010. It begins with the return 
of the dragon Deathwing the Destroyer 
whose arrival causes an event called The 
Shattering, a tear in the dimensional barrier 
between Azeroth and Deepholm. 


DPS Damage per second, a measurement 
of lethality. It's considered a better measure 
than the standard damage stat, particularly 
when comparing players of different levels. 


TANK AND SPANK A common tactic of 
teams working on a raid, it involves drawing 
the focus of a mob or boss with a tank 
character who is constantly being healed. 
The rest of the team can then deal damage 
to the target unhindered. 
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things the way they used to be in the large-scale 
sense. So, that’s why we see that. People often 
want to play that kind of environment but when 
they do they realise, Oh, wait, no I’ve already been 
there and done that and it’s not as good as it was 
when I first played it.” 

One of the biggest changes to World Of Warcraft 
was the Cataclysm expansion, which figuratively 
and literally reshaped Azeroth from that point 
forward. It was a massive moment in the lifetime 
of the game. The way in which it made changes 
to the early experience of the game proved 
controversial, however, and speaking to Chilton 
now he seemed to have mixed feelings about how 
successful the move had been. 

Why did it happen at all? “We really felt like the 
quality of the questing experience had improved 
really dramatically and that was in a lot of ways 
evidenced by when people were referring their 
friends to the game what we often heard was, ‘if 
you just get through those first 60 levels, the game 
gets really good after that’ That was something 
we didn’t feel like new players should have to do. 
We didn’t want them to feel that they had to put up 
with 60 levels of lower-quality content to get into 
the more current, better stuff.” 

That seems reasonable enough, but he wonders 
if players were as aware of this disparity as the 
development team was in the end. “In retrospect I 
don’t know that the time we spent to do that was 
worth it for me purely from a ‘how much did it 
benefit the game’ standpoint. Certainly the quality 
of the questing in those older zones improved 
significantly and it’s nice that we have that now, 
but it cost us in terms of the amount of time and 
effort we spent on the end game at the time and 
our continuing audience definitely felt that.” 








WHAT'S IN STORE FOR THE FUTURE OF WOW? BLIZZARD STILL HAS PLANS FOR FURTHER EXPANSIONS TO KEEP IT ALIVE. 


Which brings us neatly to the latest expansion, 
tying in nicely with the tenth anniversary of the 
game and also acting as a bit of a throwback to 
some classic Warcraft themes. “What we really did 
think about when we were working on Mists Of 
Pandaria, we knew it was a kind of departure from 
a lot of the traditional end-of-the-world Warcraft 
stuff and more about adventure and exploration 
of a new place. After that we wanted to get back 
to some very traditional Warcraft themes. That 
and the fact it feels like a bit of a throwback is very 
deliberate, it’s just that lining up with the tenth 
anniversary is kind of a coincidence.” 

After a decade of dominance that has seen its 
subscribers drop a little from their 12-million- 
strong high, we couldn’t help but wonder how 
World Of Warcraft will end. Much as JK Rowling 
was Said to have the final page of Harry Potter 
written, we asked Chilton if a finale was planned 
and hidden in a drawer somewhere at Blizzard. 

“Well, I can’t say there is. I wish we could 
in some ways, but then it’s nice to know that 
World Of Warcraft evolves with its player base, 
because being an MMO that has players actively 
participating in the world itself means the players 
are such a huge part of the story. We kind of need 
to go where it happens to take us. And we also 
consider that World Of Warcraft isn’t really a plot- 
driven game. It’s more of a game about setting 
and so to have a very specific plot line with a very 
specific ending is in some ways antithetical to 
what our game is.” 

So, for now at least, there seems to be no end in 
sight for World Of Warcraft. It’s established itself 
in the pro-gaming community and there’s greater 
connectivity around the world today than a 
decade ago. Here’s to the next ten years. ® 


